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It's why the shoes have spikes. Lose your footing On these undulating fairways

down to the last detail. And such is the level

the grains in the sand traps. There are lies,

rough on these courses and you're staring

Fc86
and uneven greens, and its a long walk back to the top. PGA TOUR® 96 reaches new levels of authenticity, with 3D-rendered

graphics that give each hole depth and Himalayan height. Join 10 of the worlds greatest golfers in a test of sheer skill, on

genuine championship courses that even a sherpa would think twice about tackling. The pros appear in person, digitised
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of graphic realism, you can almost count

damned lies, and PGA TOUR' 96! Hit the

defeat in the face. Even when you've driven

straight down the middle, a fairway depression will go a long way toward ruining your day. But whatever the lie, only

•

mastery of the art of draw and fade will speed your ascent to the summit of the leaderboard_ And when a stroke

achieves the peak of perfection the reverse-angle replay will let you re-live the moment in all its glory, accompanied

by expert commentary. The Game Has Changed. T h e  G a m e  i s  P G A  T O U R *  9 6 .

A t h e ,  -
S P O R T S  t h e  CMAIII
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Disney
11111111 across this
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asattonal Work-
eat 16-bit armed

F E A T U R E S

THUNDERHAWK 2: FIRESTORM 18
That game,..oritinally soli to 80% of Mega-CD owners_
That game _scored 90% + across the board
That garee_was the best ewer Mega-CD game
That game,„wes Thundechawk
This game.,erM be the Saturn shoot •em up of the year
This game.„is being touted as the third party hit of 1995_
This game „is Thusderhawk 2
This gd me is our exclusive review.

P R E V I E W S
WAWA COP 3 2
nuts is the crams of Sega s 1995 Saturn dtreskipment. make no
mistake Fairness the three pages al exclusive pics and succumb
to out opals&

DEADLY SKIES 36
M e  heuristic Simon shoot sni up antics, but with a bit of
elissistess winged in as moll

PAC PANIC 30
Crusty balls y o u  'ward us The crusty old video gams
chatactst shamed like a ball is back And this time i ts  Isms

JOHNNY HAZOOKATONE 410
Nets's Johnny
, U S  
0 1 1 1 1
N i t e s  
i s s
r e e
d  
a  
p s y
c h o
t i c  
p s
y c
k o •
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with a bad case of pleis As lie Moo People sagely put it You
Cant Stop The Musk.



-•••imomon.....im1d1116•100.•••.•1111.11db.nownhalS' • A l k m 1 0 1 1 1 U • M I N L A . —  _ _ _

R E G U L A R S
EDITORIAL 6
Anothet new addition to Mean Machines
Claire &nutlet's io hnack the people s pages
with her cute rubbish With Exclusive
papacrappzi shots el the MEAN MACHINES
annual coven Get down

NEWS 8
An all now look with spoon-proof icon and
Pie biggest news slaty you ever did MI  in
Sega dom Redesigned news is HERE Lick it.

SIEVES TIPS 1 2
A 1 5  paps tips section Nickeling the

of Light Crusader
.
14

to ban We defied
e KNEW you
Chitty Bang Bang

we wanted a copy of Abbe
itchy becks,

MEAN YOB
Sea the
the u

ElbA 9 2
Gus Is hack
Scottish
madam
month MIMS e
unveiled

MEGAMART %
It s sett sell sell. on these pages of buy, buy,
buy. if you Me looking for bargains ti l l  icy
wastelands ol editorial known only as
Megamart

NEXT MONTH 1111
That time has
le face the

Toner to Case and read

Infamous
the

at
you, the
at
fl IS

, is near, We time

S A T U R N
VIRTUA FIGHTER -
The most casette U l  sequel of al tom auives
but is it any good
, H o e s  
D o l l y  
P a l 1 0
1 1 1  
s l e
e p  
o
n  
b
e t  
b a
c k
?

HI OCTANE 6 2
Saga's anew& to Wipeout appears, and MEAN MACHINES is M
there quicker than a whippet with a rocket up its arse.

GOLDEN AXE THE DUEL 7 0
Man el few words, Golden Axe Dusted oH, revamped one-on-one
beat em ao lash bosh MEAN MACHINES review Thank you

VIRTUAL OPEN TENNIS 7 6
Yes. its the lest Saturn 1,111013 game No. it wmil be the last
Playing top Ion our Gorman readers always pay tax on your
tournament eunings

OF l•WOR ID INTERCEPTOR EXTREME t o
Driving and shoot Uno op action whisked together until light and
fluffy Here's Mt  we miewed

VIRTUA RACING 1 2
The racer that started polygon tette( now expanded beyond a ll
recognition by TIME Warrior Interactive I s  the legend leintorced,
or defiled
,
NBA JAM T I

, S l a m  dunking mayhem and the point 'DAM key as we dsk "Is it
the sheer  (?)

THE OOZE 6 6
Dee of the most unusual titles to
appear this year. Ooze is about a mile
el snot going down the Moil fame for Sega Power at Iasi

GARFIELD C AU GH T IN THE ACT
The nations lattowde fellers after Humphrey the Cat slobs his
way as to the Megmitive le a lasagne-lueled platform treaty
.
AAANIll REAL MONSTERS 14
Tbe tne of monsters that coma in all shapes aid sues heally gel
the MUM MACHINES review treatment Except we're not
desperate enough id pot Iles on line cover
.
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CARE IFED - CAUGHT IN THE ACT
78
Dea vu suith ost limond visit to
Garfield ' E i g h t  mego of furry NIT.

M E G A  C D
S OF BATMAN AND

1Wdr .•a a
t  
• •
•  
•
•
•

MYST 8 7
The Magid" erS stothsehhotte
Mesa CD.PIPI
•
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they are,  we  are.  Vi r tua
Fi ghter  2  is
excel lent,  a
conver si on

matchi ng the  most  wi l dl y
opti mi sti c expectat i ons.
And now  i t appear s that
thi r d-par ty devel oper s
are catchi ng up,  w i th the
truly unbel i evabl e
Thunder hawk 2.  I  can
assur e you the best  is
sti l l  to come,  w i th Cop.
Ral ly and mor e Cor e stuf f
on the  hor i z on.
This woul d be enough to
be goi ng on w i th w i thout
suppor t f r om the  enemy.  But  that 's  exactl y w ha t  has
happened wi th news of  Psygnosi s• games bei ng conver ted
from Pl aystat i on to Satur n.  The unthi nkabl e  is not  onl y
thi nkabl e but  al r eady i n di sc for m.  I  woul dn' t  tel l  anyone
how to r un thei r  busi ness,  but  somehow I  don' t  see A M 2
r etur ni ng the  favour  wi th Vi r tue Cop.  I n the  end,  the  ME AN
MACHI NE S  r eader  and the Satur n owner  is the  wi nner .
Oh, a nd i f you see some 'excl usi ve' on Al i en Tr i logy,  bear  in
mi nd that  to my knowl edge  i t 's based on an
early demo r unni ng on the Pl aystat i on and
not the  Satur n.  Whi ch doesn't  sur pr i se
me. Af te r  thi s i ssue I 'm goi ng to Japan
wi th Vi r gi n to vi si t  Capcom and other
Jap  d e v e l o p e r s ,  so expect a l ab
featur e nest  month.

Unti l  then a mer r y chr i stmas
to one and to al l !.

GUS

GAO OF TPA MONTH

The Carry On movies - that
enduring bedrock of British
comedy cinema - rejoiced in
all that was smutty, lewd and
suggestive. We pay respectful
tribute this month, by tprning
the hands of our comedy
timepiece back to the halcyon
days of 1972 and the classic
Carry On Matron.

MATRON:rm a simple woman
I want to be wooed.

SIR BERNARD CUTTING:You
can be as wooed as you want
with me!

NEXT MONTH,Morecambe b
Wise (honest).

A  MERRY LITTLE CHRISTMAS
Golde n m e m or ie s  o f  Chr is tmas  pa s t , wis hf ul  think ing for  Chr is tmas  futut•
team's  hear ts . A s  the y  ga the r  a r ound Gus 's  c r a c k ling logs , e x c ha nging
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little weeble c o m p l e t e
with a swing and a pop-up
treehouse," smiles Gus, as he
carves the turkey at the MEAN
MACHINES Christmas dinner.
Gus has still got the same
Christmas stocking he had when
he was? years old, and he
knows what he'd like it fil
with. "This year, I think my
present would be some more
socks and underpants - t
people in my house keep
stealing mine.' Anyone nicking a
pair of Gus's pants has surely
got more serious problems th
a mere shortage of underwear,.

L A M E
d like a puppy,' w
ire, staring wistful o f

• dow to the winter
nderland outside. "I'd call him

• oty, and we'd have such super
fun and games in the snow! The
best present I ever got was a
bicycle when I was a little girl.

fortunately, I fell off a day
er I got it My mummy said
s my own fault for showing

oually," she smiles, fluttering
• r eyelids in a way that no

longer works on anyone rou
here, "I really want a Saturn f
Christmas." Join the queue.

4,
A R C U  •

"I want a new picture for the
editorial pages!" whines Marcus,
tears streaming down his face.
'This one's three years old!'
There's little consoling the

ught dep as he continues
g for his pressie. "The best
nil ever had was joining

MACHINES,' he sniffs,
I suppose the best present I

be the
tributing

to t e a m , "
cus is still O r  his

t from the ,  who
it must h l o s t  under

the tree.
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Angus likes
nothing better than
swinging the night

away to the silky smooth
sounds of Mantovani,

'Hey baby, where
have you been all

my l i fer  etc.

STEVE
Steve's had a bit too

much to drink. Just as the
party begins he creeps

upstairs, gets changed
plucks up the courage to it
special confession to the

"I know this will come a
shock," he stutters, "but I

deny it any longer -
afraid my arms really a

stuck in this
position.
-

MARC
Marcus's reco

collection is going
treat. As the sweet
keep spinning and
draws in he conte
slipping out of the
and into somethiti,

comfortable •
woolly cardig

CLAIRE
Always the

bridesmaid, Claire sits
by the sidelines, hoping
one day her prince will

come. Looks like it's going
to be another lonely
night cuddling up to

Hamley.

LUCY
Looks like Claire's

five quid poorer after
Lucy wins the bet and
smooches with Gus. If

she lets him nibble
her ear she wins a

tanner.

•, a nd f ond t hought s  of  Chr is tmas  pr e s e nt  fi ll t he  M E A N  M A C H IN E S
fts a nd  br a ndis hing m is t le toe , the ir  t hought s  tur n t o  things  Ytile tide ...

CV
rkest corner of the MEAN

HINES winter wonderland
bin is occupied by an

xhausted Lucy Hill, slumped in
corner with a box of liqueurs an
e hand and a bottle of
bycham in the other. This is

a girl your mother warns you
t to dance the conga with at

e office party. "I want lots of
nogs for Christmas!' she slurs.
• d  I want Santa to come down
y chimney and fill my
ockings." Not used to drinking

• nything other than Newcastle
rown, Lucy is the first to flake

Out after the Queen's speech,
Time for an early night, we think.

EV 1_
,• toff writer's ideal present

hrtstmas would be Teri
her taka Lois from the New
•
n
t
u
r
e
s  
o
f  
S
u
p
e
r
m
a
n
)  
o
n 
a

fur rug in the MEAN MACHINES
log cabin. Steve, who insists that
the pile of tissue paper by his
bed is actually the wrapping
from his presents, would
nevertheless settle for driving
lessons so he could get round
her house and ask her out, "The
best present I ever got was a
flubok's Magic puzzle." he
beams. warming his hands by
Gus's glowing embers. He had a
very sheltered upbringing, you
understand.

iHamley is. I r e ' s  teddy bear,
;and the latest addition to the
team. Our new furry chum has
been offering invaluable advice
and technical assistance since he
took pride of place in the office.
Seen here on his recent holiday
to Lanzarote the look Claire
* long for companyl Hamley has
spent the MEAN MACHINES
Christmas holiday skiing and
helping Claire cook dinner. 'He's
been very helpful," she says,
l'although there was a nasty
mishap with the turkey stuffing. I
don't think he'll ever be the
same."
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SANTA'S
LITTLE
HELPERS

FATHER CHRISTMAS
Steve humbug Minion
SCROOGE

Gin lump of coal Swan
RUDOLPH

Claire bulging stocking Coulthard
BOB SCRATCHIT
Maccue pudding Hearn
CHRISTMAS FAIRY
locy mite/ocher Hill
SNOWBALLS
Steve 'steal and chips Key

ICE QUEEN
humbuggetilit
. 
M e r t o
n

DONNER
Mit Ilicumpson

GILMER
Tina Hicks
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GUS final Mt Christmas presents to the
deserving few for those who want pre-
arranged review mails A goldeo lobby tot
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news section, by
adding more

information and a
gratuituous icon 'key'
system that looks quite
cool whilst remaining
completely superfluous.
Study the little pics and
index them to each story
for the sexiest news desk
layouts in console-
magdom.

WIPEOUT

SATURN

PUBLISHER
UNSIGNED

RELEASE
UNCONFIRMED

ORIGIN:JAPAN

W I P E O U T  I
O N  S A T U R N '
SHOCK CONVERSION SCOOP' ALL Pk lYSTA770N VER •

HINES unde p a n e s °
t a  conversi  n  W i p e o u t  for  the
be avai lable in 1996.  The c k  news is less

the l ight of  the Sony-owned company's
decision to por t var ious Playstation
projects,  including Lemmi ngs 3 -D
other  formats,  initial ly PC-CD RO
- i s  returns to earl ier plans

iced in 1994  to suppor t
the Satur n wi th Psygnosis
titles including Discwor ld,

spite the company bei ng
vily involved wi th S ony "

al har dwar e launch.  I t is
ill unlikely, however ,  that

Psygnosis woul d i tsel f
publ ish any conversion.
No official  announcement
has been made,  but  wor k is
r umour ed to be under  way.

wi th exceedingly good repor ts of the early
The story ties in wi th the vi ew of

inske. President of Sega of  Amer ica,
ims '95% of all ti tles o n  Playstation
avai lable for  Saturn'.  Wi peout has

most acclaimed Playstation game so
st futur istic racer  using styl ish hover

vehicles.  Ther e are no plans for  Sega ti tles to
ear on r e  detai ls

this s 9 e •  1 :
1
•
1 1 -
1

•



• I N T E R G A L A C T I C
G A R G O Y L E
B L A S T E R

E M I
1 These are the first UK pics you'll see of

Disney's Gargoyfes — a stylish new
platformer based on the unconvent

animated series currently doi
the cable TV rounds Gargoyl •
has been programmed by Rim')
of Norway, one of several projectst
they've tackled in 1995. It's a
platform beat 'ern up, with yo •
taking the role of bloodthirsty •
Gargoyle, and assaulting Viki
fortresses and more modern
surroundings. disembowelling
bearded dwarves with your to
talons. Lots of flickering torch

and howls, making this slightly t
for the Disney name — it will be
under the Buena Vista label. In any

• o u •
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I SEGA

MEGADRIVE I

RELEASE:
JANUARY

ORIGIN
i s

S N K  A W A Y
are ebullient

deal with SNK
manufacturers a l

GEO coin-op and home sysi
EO GEO has never made a

splash ou
the arced
but some

mes are.
ly

how benefit from conversions of
best. First up is king of Fighters

ng side-scrolling beat 'em
up u r y  3...a rollicking side-
I C

y the
ups.

ich

S P I N E L E S S
I N D I V I D U A L S

light-
hearted
stragetici
action
wargame

d u e out
D e c e r n

but unexpect S a t u r n  first.
Originally, the e r n  developer
hoped to hav a d r i v e  versio

f o r September,t h i s hasnow
slopped until March 1996. The Sat
version features the same basic

lance but gameplay as addictive as lottery
cards. A couple of weapons need to be added,
expansive review next issue is assured.

TITLE: VARIOUS I

SEGA

SATURN

RELEASE,
UNCONFIRMED

ORIGIN
.JAPAN

WORMS I

TEAM 1 7

FORMAT
VARIOUS

qELEASE:
')ECEMBER

)1;IIGIN UK

w- 1
1
1

" Not • . • ,
• • • •
• • •



N E W  V I R G I N
T E R R I T O R Y:
THE WOOING OF CAPCOM

Virgin have sealed one of their biggest Sega deals ev k i n g  on much of Capcom's output in the
'Iremainder of 1995 and into 1996. This includes all the S a t u r n  proiects in development.  which,

rprisingly includes a hell of a lot of A-t it le material.,
only big Capcom release not in the mix is X-Men, which is subject to a previous arrangement with

kiirrr However, the rest of the booty is well impressive:

S T R E E T F I G H T E R
A L P H A

A prime
release as

appeal seems
the original action rather

Movie update. Alpha has
quite a name in the arcades and

pcom should be able to recreate it as
lishly as they have X-Men.
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V A M P I R E  H U N T E R :
D A R K S  TA L K E R S

I Da
t for '6

ps pr _  n -
one beat *e
amazing ca
animation. o n e  of
horror chara m p i r e s ,

erewolves h t  it out. From
•e  state of c o m - o p .

•

TITLE.' VARIOUS

PUBLISHER:
VIRGIN

BA TURN

RELEASL
EARLY '96

gRIGIN:JAPAN

B I O H A Z A R D
,

ntly, this is t a t i o n _

S .

Allow - -

Capcom well on the w •  eat ing their first arcade
, nture. But the latest news points to an early Saturn
ersion of Biohazard, which looks like being pretty

revolutionary. The game adopts a complex isometric
int, a bit like Infogrames' Alone in the Dark, but the

eplay is streets ahead, with realtorne battling with
• .
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m
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s
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r
s  
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(burs t ing through the floor and demanding to be fought.
Biohazard is t ipped as a blockbuster for '98,
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C L I P  H A N D S

urrec
If,
ased,'

WORLD CUP GOLF

dUBLISHER
US GOLD

SATURN

RELEASE:
FEBRUARY '96

ORIGIN: UK

B A T  I N  H A N DIv
so bloody btleir, they

t u c k i n g  games out faster
n c a n  review them. Last
mer's big movie, Batman

ever, is this months big Game
Gear release lit
such things
exist). It's a
beat 'em up,
just like its
elder
Megadrive
sibling and
uses the sa
kind of sprite
and backdro
controls and
weapons as the
16-bit version.
Except smaller,

BATMAN FOREVER

PUBLISHER:
' A I M

GEAR

RELEASE:
'r Now

rim ,
L O V E
T O R P E D O E S

is looks to us, but you never can tell with these Japs,
a converston of In The Hunt, an hem coin-op of

ooting musical marvellousness that
aced the arcade a couple of years
o. If not, hem should be phoning

lawyers now. Anyway, it's just
rid of thing we want to see for
turn in 1996.

IN THE HUNT?

PUBLISHER:
UNKNO WN

RELEA
UNCONFIRMED

JAP4N

another pu n g
time from US

, with the formida r l d  Cup
ammed for the Me b u t  never
ck together for the Saturn. I ts

certainly impressive to look at,
with countless rendered views
of the Hyatt Dorada course.
And option-wise it's not going
to suffer either. Completion
should be soon, too.

C O P
C O M E S
I N  A T  E B O

an announcement that is music to our ears,
ga say that the forthcoming Virtua Cop,

iewed in this issue, will be €60. including
Lin designed specially for use (it's so m
with the add-on). A separate pack with

id implement is planned also There's also a
clearer idea of the release.,
with December the Oth
pencil/rid in (might chany

VIRTUA COP

PUBLISHER:
SEGA

-



Lihigmvel„

ot all slacking for Sega's AM3
, sitting around convening Sega

Rally. Evidently,
given that they
have a stunning
new motorbike
coin-op. Manx
TT due out.

• are two
• 'birdies for
le of Man

game. First involves
• rded 'Quo fan. sitting

telling made-up bikers' •
hair-raising polygon racing

seeing oP P os i l l a

G H O S T  I N
T H E
M A C H I N E

2 0
1
0 0  
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with a game based on Australian Rules
'Rugby, basically the same as our Rugby

League Not to be
confused with

alien Rules
.• II. Like
of the
rive range,
update of

ir previous
ternational Rugby, but there are a f

gameplay changes, relating to the Lea
there are no tucks or mauls, play is a lot ester, wit

taking possession for six tarkles. Out before
as, and a review next issue, along
A '96 and NBA Live '96.

spectre of Viacom'
izon, with the fast p

shooter due any time now on de
,Megadrive formal we know and
love. Mysteriously its ghostly
nature has eluded our review

Out we shall see
ying that for next
meantime, Viacom •

a ' s o d  about the gam
over 50 levels, they'v • -•

pulled five copies out of their
• crypt as prizes. if you can't see
the review at least you can win
the game! Just wing a simple

er to a simple question at
ormal address marked 'Fan turn compo':

looms on tiva.

hat ghost starred in one of this summer's big fa
ovies?

pick five winners from the correct entries. Clow
December 1995. N c o m p e t i t i o n  rules
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PUBLISHER SEGA
AMUSEMENTS

ARCADE (CG 2)

RELEASE:
UNCINFIRMED

ORIGIN: JAPAN

AUSTRALIAN RULES

PUBLISHER: EA

MEGADRIVE

RELEASE:
DECEMBER

ORIGIN: UK
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The Toy Story bandwagon is just
start to roll, but few realise that
its actually the work of a UK
Developer — Travellers' Tales.
They seem to have hit the jackpot
with a game many are saying
sets new limits for the Megadrive
In Japan, Virtue Fighter manta
has reached fever pitch with the
imminent arrival of VF2 on
Saturn: 1.5m copies are already
ordered in advance sales —
about the size of the entire
installed base! With the
premature leak about Wipeout, all
may not be well at Sony,
compounded by the fact the deal
is a package, with other Pysggy
titles; Destruction Derby. Assault
Rigs etc., also due.
Team 17 are not phased by the
delay on Worms, despite having
to remove some of the effects
and change names for legal
reasons: they already have a
second project Witchwood,
under way. It's to be a Zelda-
esque adventure, with an
incredibly detailed palette ot
colours. Not a million miles away.
Core are sitting on a well
advanced version of Tomb
Raider, which looks unbelievable.
All their games, except
Shellshock, are developing
quicker than expected — even
Tee-Off, the Saturn golf sim we
covered two years ago is back on
track! Finally, an unnamed
developer in the Midlands is set
to pick up two huge projects; one
from Williams, who are
developing an arcade beat 'em
up, and another from that movie
studio who makes the animated
films we know and love_
Gus.

T H E
D I R E C T O R ' S
C U T

r the review success of Cool Spot goes to
offered us some limited issue Cool Spot
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Saturn,- t l y  in its final stages of development (see tie
, issue for a full preview). Anyway, these chairs are top. Our office one is the
official 'naughty chair' that Lucy is sent to when she swears or sticks her g
under the desk. Fashioned in attractive canvas and black wood, they fold
and seat comfortably. For one of 10, just send us the answer to this questi

• breed of spotty dog starred In a famous Disney animated movie?'

re will be drawn from the correct entries. The closing
. d a t e  i s  3 1 s ter 1995. Normal competition rules apply.



INTERACTIVE
entertainment

AVAILABLE ONON
SEGA MEGADRIVE

••••••

Spot goes to Hollywood in his most cinematic extravaganza to date! In thrs. Ms newest and coolest adventure. Spot takes a multi-level frok through Hollywood's
greatest film genres. All this in a fantastically rendered 3D environment that's sure to make this extravaganza the coolest blockbuster you've ever played!
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And a  f e w  you should  leave at  t h e bo t t om of  t h e ch imney. . .

(CIZIOSS ROAD I G I U I V I E  SHELTER
T r k  BEST OF BON JOVI l
e
r I E  
R O L L I N G  
S T O N
E S

16 videos that tell the story of the MOR rockers' glit-
tering career. Despite enormous record sales, Bon
Jovi still personify the prissy permed rock outfits that,
ironically, heavy metaliers seem to despise more than
anyone else. These discs show them outgrowing the

• s e q u i n s  and the spandex, but sadly not developing
their video-making techniques beyond the cliched
swooping stage shots and grainy backstage cut-

aways. This VideoCD has been bolstered with previously unreleased Jon
Bon Bovi solo videos such as Blaze of Glory. The encoding is able to
keep up on all but the busiest
concert audience shots

ENT AT ROSWELL

Of all the myths in UFO folklore, the 'crash landing' of
a flying saucer near the Roswell US Air Force in July
1947 is the most enduring. This fascinating documen-
tary (originally shown on Channel 4 earlier this year)
includes recently discovered footage supposedly
showing the autopsy of an alien being killed in the
crash. The prolification of eye-witnesses and the
ensuing cover-up have already convinced many that

something bizarre happened, but it seems the legitimacy of the footage
(which is featured in its entirety at the end) is something only you and
your zoom button can decide.
Definitely not for the squeamish.

1 4  M M  S E G A

The Rolling Stones culminated their 1969 US tour
GIMME w i t h  a free concert at the Altamont Speedway, and

roped in California's Hell's Angels to lay on the securi-
ty. The event ended in tragedy when one of the bikers

•  murde re d an audience member, but the gig itself saw
the Mark 2 Stones line-up iwith Mick Taylor replacing
Brian Jones on guitar) at a peak. These discs, featur-

i n g highlightsofthetourandtheAltamontgigitself,
have a track listing that reads like a greatest hits of the band's Sixties' Out-
put. The concert footage itself is remarkably sophisticated by the stan-
dards of the day, and encoding is
of a good quality
.

Sal lbTA G E
-  B a S T I E  BOYS

DE
RAN D U R A N

uui T h e  brat pack are seen in 18 tracks of concert and
concept footage from their last few albums. In this
country, these discs are only likely to appeal to the
group's somewhat dwindled fan base, but tracks like
the furious Jimmy James and the excellent
Triphammer deserve more attention then they're ever
likely to receive. The highlight is the excellent title

t r a c k Sabotage- the BeastieBoysre-enactmentofa
cliched '70s cop show, complete with long wigs and droopy moustaches.
As with the Bon -low discs, the encoding only really gets 'blocky' on audi-
ence scenes

The most intriguing thing about Duran Duran's video
legacy is how quaint and charming the coiffured pop-
sters looked when they obviously thought they were
being dead sophisticated. These discs contain an
embarrassment of riches from New Romantic's hey-
day - Planet Earth, Rio and The Reflex all show video-
making at its most decadent, while the full-length ver-
sicm of Girls on Film is still very saucy 14 years on.

This version of Decade has been updated with the group's recent 'come-
back' singles Ordinary World and Come Undone. Encoding only seems
to falter when the monstrous Wild Boys gets a bit frantic, but if you've
made it that far you won't mind.
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Some people think ABBA are as significant to mod-
ern music as the Rolling Stones. Others think they
were two Swedish nerds who needed a haircut and
two Swedish bints who couldn't apply their make-
up correctly. II you are a devotee, then ABBA Gold
is a document of their early hits, with a few
moments of glam rock high-camp, and costume
awfulness that actually passes the embarrassment

barrier to become mildly curious. The main problem is that many of
these tracks of the pre-music video age re-use a thin amount of visual
material, very little of it inspiring.
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This 1968 children's classic comes on a whopping 3
discs. Quite why, when its 137 minute running time
could have been squeezed on to two is a mystery.
This overblown fantasy is actually something of an
alternative James Bond movie - it was written by
Ian Fleming, produced by Cubtoy Broccoli and co-
starred Cart 'Coldfinger' Hobe. What more do you
need to know? The car is brilliant, the songs are sur-

real and Dick Van Dyke is...not as annoying as when he was in Mary
Poppins. However, since it's on the TV every chnstmas, we suggest you
invest in a blank VHS instead.
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'LET THE
TOURNAIVNT

Shang Tsang
Tournament Master

MORTAL KOMBAT- explodes on to
your screen in this pulse- pcminding animated action-
adventure video.

•I  IN
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T
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A
T

MO RTAL O M  A  T H E  ANIMATED VIDEO
contains amazing never- seen before computer

generated 3D fight sequences and special effects.
Plus an exclusive behind the scenes look at  the
making of the *Smash hit' film MORTAL KOMBAT

$
HIDDEN INSIDE

KOMBAT KODES to the MORTAL KOMBAT 3
Arcade and Video game
,
.

( )  1995 paw UNE HOME 1,10E0

UT NOW
TO BUY
N VIDEO

AT ALL
LEADING

VIDEO
STOCKISTS
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RAYMAN'S
SATURN

AND A COPY OF 1111I-SOFT'S
STORMER KAMMER!

ver yese knows that  Fr ance is a coontr y  usotd o r  I ts
gener osi ty: The Fr ench al ways feed thei r  veal  goner .
sus amounts  of  mi lk,  and ser ve ha i r s  l egs wi th gen-
erous amounts  of  gar l i c butter .

Now you can be on the receiving end of their hospitality, with UP-Soft, the
French software house that IS as French as smelly cheese and Vanessa
Paradis To celebrate the launch of their acclaimed Hayman platformer (91%
Megagame in issue 37) for the Saturn. they are offering the top prize of a
French Saturn (or Le Saturn, as the call it) for  the winner, plus copies of the
game tor themselves and five runners up.
A further five winners, will think themselves even luckier by poking up an
exclusive Rayman wristwatch by way of a 'consolation prize'. And everyone
can benefit next month by picking up MEAN MACHINES with its detailed
mapped guide to Rayman, with all the hidden bits revealed

So what Herculean endeavour must be encompassed to win this prize?
Simply a qualifying multiple choice question — Nod then a tie-breaker test
of your poetic skills. First send a postcard with the answer to this teaser:

11:How many hours is the approximate scheduled
trip from London to Paris by Eurostar train?

PRIZES:

A) 2 hours
B) 3 hours b_
C) 5 hours •

T IE-BREAKER
Secondly you should write a short poem

no more than FOUR lines, on the sub-
ject of Rayman_ No epics, please. The
winner will be picked on the basis of this
if there is more than one correct answer
to the question. The judges decision is
final in the matter.

1 SEGA SATURN AND COPY OF RAY-
MAN

RUNNERS UP: FOUR COPIES OF RAY-
MAN

PRIZES:FIVE RAYMAN WATCHES

oh

1 6  M K /  S E G A
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for entries is 31st December 1995. Winners will be notified by post
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SHOOT 'Ell UP

DECEMBER

CONTROL

RESPONSIVENESS
BRILLIANT

JOYPAD
GAME

DIFFICULTY
RAMO

CONTINUES
NONE

SKILL LEVELS
3
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MACHI NE S  never  had.  A phantom cover  exi sts
somewher e,  but  events devel oped i n a way that  -
meant i t  was passed over .  I f  i t  had gone ahead.  i t
woul d have been the  onl y Me ga - CD cover  game w e

ever  di d.  Looki ng back,  we  pr obabl y made a mi stake.
Thunder f tawk tur ned out  to be the most  successful  Me ga - CD
game,  and ar guabl y the  best on the  machi ne.
In cr eat i ng i t.  Cor e Desi gn fol l owed the  pat ter n for  whi ch
we now  wel l  k now  them.  A devel oper

,111"411i nvol ved i n expl oi t i ng har dwar e to depi ct
'har dwar e'.  thi ngs  of  power ,  speed and
destr uct i veness are the centr epoi nt  of  any
Cor e pr oduct i on.  But  i n the  pa s t  the  har d-
war e may have l et dow n the  'hiardware'.  k .
The Me ga - CD di dn't  ful fi l  i ts ear ly poten-
tial  . and Cor e then mooed i nto the  ter r i tor y
of  the  32X.  whi ch has yet to set  games-
pl ayer s (of  any nat i on)  al i ght,  despi te  some
pr emi si ng ti t l es.  Never thel ess.
Thunder bawk  was gul ped dow n by an esti -
mated SO% of  Me ga - CD owner s,  anxi ous to
see thei r  machi ne real ly do somethi ng.  And
it di d — Thunder hawk.  and Cor e s  l ater  CD
ti tles.  ut i l i sed the  scal i ng and r otat i onal
pr ogr ammi ng that  f ew  other s expended
thei r  ener gy i n expl or i ng.
Enough history. We could say that Thunder
has been in the making all those intervening
It hasn't. In fact. it has been less than the s
1995, and the work  of just Iwo people. Does
matter? Of course not, think how many classics
songs were writ ten in 10 minutes. In any case,
are sitting on a classic.
This t ime the hardware doesn't let them down.
More and more the Saturn is proving to be an
some machine. Thunderhawk 2 should establish
that further and scotch some myths: the one at least
that says it s  harder to program on than PC or Playstation —
Thunderhawk 2 development  has led on Saturn.
All these polit ics wouldn't  matter a lot if Thunderhatwk 2 wasn't a game

-

to be enjoyed. It is — the destructive, manic, high-speed essence of the
original is present, but tempered with a greater depth and atmosphere
created by more complex missions and more plot cohesion within the
campaigns. The last thing to re t h a t  whatever we tell and
show you here, you should pr I f  for some surprises when,
naturally, you buy the game

BLITZKREIG
There have been several stunning
intros for Sat g a m e s ,  but
Thunderhawk's is exceptional. This
showreel exhibits the sequence
f rom panoramic intro, through dia-
gramtics and finally to the devastat-
ing finale. The incredible thing is the
visuals ol the actual game are
almost as good.
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TINO STRIPES

Travel across
the globe fulfill-
ing the Amon
of 11 distinct
IIIISSIORS in
eight cam-
paigns

A sequel to
Mega-CD
Thunderhawk.
but all-new in
every respect
apart from
concept

M 11111
I I
N M  ILI

0101

[
B
l
u
e  
T
h
u
n
d
e
r  
s
t
y
l
e

gr aphi cs disguise
the fact that this
machi ne. .

. . .makes Bl ue
Thunder  look l ike
a Mor r is Minor .

HERALDING
THE STORM
As a foretaste, this section of
the intro depicts the transit ion
of the Thunderhawk AH-64
attack chopper f rom a virtual
concept to an awesome reality:
the helicopter rotates in CAD
form before rising before you
and crashing through the
screen.



Ii
- - - - o r m o r r

 (
C
O
W
S
"  
'
.
1
1
7  
I

:7 f7  --

ORDERS ARE
ORDERS
Over the next tour pages you will fond briefings for the
first eight missions of Thunderhawk 2. These initiate the
eight regional campaigns. The game' t structure allows
you to tackle any of these missions from thb beginning.
There are another 21 besides these. It's hard to gener-
alise about missions because they diversify greatly.
Generally there-is a set of primary objectives, though
these may range from convoy protection to the destruc-
tion of a specific site or target. They range from forest,
desert and plain to sea, canal, even night missions.
Should you fail to
complete a mis-
sion (which does-
n't always mean
being shot downl
you lose one of
three lives.
Completion
results in pass-
words, and some-
times the precious
medals sported
by true veterans.

Mfr

0 , -
8 0
1 1
- 1 .
• •



The South American campaigns are probably
the easiest to start with. This particular cam-
paign introduces you to enemy helicopters
and static ground-based units. In the initial
mission, the enemy is involved in arms run-
ning operations, and you must prevent the
take-off of their cargo planes by bombing
therunways, located at the far north of the
combat area. Disabling the three early warn-
ing radar systems is necessary beforehand, cit
fighters will scramble and are particularly diffi•
cult to down.
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The troubled and strategically vital country
of Panama figures in this campaign, with its
dictator attempting to control the canal link-
ing the Atlantic and Pacific oceans. The first
mission hands you the onerous task of
escorting five friendly ships through the
canal, which has been fortified with heavy
artillery, protected in its turn with air sup-
port. You (rust defend your ships as well
as yourself from attack coming from land,
air and sea,
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Ail three of these missions are under cover
of darkness, making it hard to pick out tar-
gets, especially amongst the thick cover.
The campaign commences with one of
your top secret Stealth fighters crashed,
and four seperate enemy convoys making
off with hardware from the crash-sites.
Using radar and visual identification, you
must eliminate each one before it leaves
the area. Future missions require you to
destroy trains and a huge transport plane.

_

l e r i g
( C O V E R  M O W

Defending the 'soft underbelly' of the
United States is a contentious and often
dirty job. As force is being employed by
the Panamanian dictator, you must retaliate
in kind. Thunderhawks are sent to liberate
areas of Costa Rica which have been hived-
pd. The objectives are complicated by the
settlements in question being spread out
and the enemy having already established
fortifications and sophisticated missile bat
teries.
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Firestorm wanders into topical territory with a
campaign that clearly reflects the situation in
the former Yugoslavia, Act ing for NATO, the
first of your missions is the protect ion of a
convoy of neutral forces, clearly indentifiable
in their white, unarmed vehicles. You must
clear a way along their route by any means
necessary. In one of the trickiest and most
tense early missions, you must restrain v ow-
self f rom killing orgies, as the convoy is vul-
nerable and easy to lose. Many of the enemy
guns can reach it f rom considerable distance,
from the cover of hill country.

Subtitled 'The Oil Dispute', this visits the
familiar territory of the Iraq/Kuwait conflict
that became the Gulf War. For the purposes
of this campaign, Saddam has been foolish
enough to reassemble an invasion force —
this t ime seaborne. A daunting armada of
vessels, equipped with anti-aircraft arma-
ments are heeding for the Kuwait coast.
Although the problems of terrain don't fig-
ure in this first mission, the mobility  and
concentration of the enemy leaves you
feeling exposed to attack from all sides,
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Graphically, this is a stunning departure from
the rest of the game, using gorgeous russet
colours and textures on an epic scale to por-
tray the mountainous region of the war zone.
Your allies, the Jordanians, have established a
stronghold amidst enemy territory. Your initial
task is as part of a helicopter force travelling
between them. There is ample scope for tak-
ing Out the SAM missile sites located on the
steep plateaus. However, there is the risk of
mistaking one of the enemy choppers for your
own, resulting in a regrettable 'friendly fire'
incident. Excercise caution. •

This campaign against piracy in South East
Asia lin reality a growing menace) gives you
the chance to fight in open water, making for
some of the fastest and most exhilarating
campaigns. The first is a blockbuster, with a
handsome cruise liner under attack from
pirates in command of a small navy! Fly ing
from an island, you first encounter patrol
vessels before tackling the larger frigates
which have hemmed in their prey, making
'collateral damage t o  the liner a constant
threat. They have batteries of sea•to-air mis-
siles You however, have 500lb bombs._

•



THE WINGED
AVENGER
The AH-64 carries a chilling arsenal of high-tech, high explosive
diverse weapons for all combat situations. In addition to your limitless
chain gun, you have three banks of weapons attached to either wing.
Prior to each mission, the Saturn offers a default configuration would
will see you through any mission, but there's nothing to prevent you
re-arming your chopper, and it's a simple process. In flight the
weapons are magnificent, especially the Firestorm missiles, which
track targets on your heads-up-display, offer a visual and audible sig-
nal when locked on target.
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MULTIMEDIA
Core's outstanding musician Martin lveson has been deeply
involved with the project and has produced a remarkable score.
Martin Ws in a popular Derby club which always has people trying
to get on the guest list, and he has also produced music for the
forthcoming Shel!shock EP which Core are releasing to be-in with
that game's release in December. Don't believe our hype: listen to
the incredible full mixes of two tracks from Thunderhawk 2 on the
CD provided with this issue.



THE HUMAN
COST
I e io infrequently do video games wander into the ter
tory of macabre humour,  but Thunderhawk 2 has

made that journey too. When many of the enemy
vehicles are destroyed, personnel flee the wreckage,
making a frenzied dash for cover. I t  is within your
power to mow them down mercilessly leaving a
sprawled corpse, or if you're particularly vicious, noth-
ing but  a charred mark. They also scream. This fea-
ture, we have been informed, will not inc luded in the
German version. C'est la vie, Fritz.

1

INTERPOL
FILE
Interpolation is the anorakal term for the most strik-
ing feature of Thunderhawk 2 --- the way the
graphics never break up or pixelate, no matter how
close you get. The 3-D movement  of other games;
Bug. Hi-Octane etc. is impressive, but the images
themselves inevitably suffer when v iewed at close
range. In Thunderhawk 2, the programmers  have
employed their mystical art to prevent this happen-
ing with no loss of overall speed and no s lowdown
at specific points. Just incredibly smooth, 25-
frames per second, immensely  detailed 3-0.

r i Z N E R  g  r a l W

C O M M E N T

GUS

I can't  deny bei ng
I mpr essed wi th AM2 ' s
Satur n pr oj ects,  but
Thunder hawk 2  woul d have
to be my game of  1995 .  I t
matches anythi ng on the
Satur n.  any consol e or  PC i n
fact i n  ter ms of i mmedi ate
visual  i mpact,  but  wi th
mor e depth and l ast i ng
mopes, than any game yet
pr oduced for  the  machi ne.  Fi rstly,  by  al l
standar ds of  pr esentat i on and techni cal
speci ficati on.  Cor e have put  thei r  money
wher e ther e m out h is — thi s is a phenome-
nal  showcase for  a 3 - D game.  Every gr aphi -
cal  aspect is fantast i c i n detai l  and fl ui d
moti on,  w i t h no fal ter i ng when the  acti on
Is fr eneti c: I  have faced four  enemy chop-
pers on scr een at  once wi th not  a fr ame
ski pped.  Sound i s al so i ncr edi bl e wi th the
weapon noi ses,  chopper  noises,  speech and
expl osi ons so real  you for get  they ar en't
real.  But  I t s  i n the  str uctur e of  the game
that Thunder hawk 2  deser ves i ts l aur eate.
So many mi ssi ons and so much mor e com-
plex than the  or iginal .  And by the  r ange of
(actions you ar e expected to per for m,  and
styles you ar e expected to adopt:  aggr es-
sive, defensi ve,  sur r epti t i ous,  you'l l  spend
months fi r st  compl et i ng al l  2 7  mi ssi ons.
then goi ng back t o wi n hi gher  scor es and
gr eater  decor ati ons.  For  l ess ski l l ed pl ay-
ers ther e ar e thr ee di ffi cul ty  sett i ngs and
ei ght separ ate entr y poi nts,  so any one
mi ssi on doesn't  become a stumbl i ng bl ock.
I want  you to buy thi s game.  I  want  you to
see the  tr ai n,  engage the Jet fi ghter s,  l ose
the convoy then fr anti cal l y pani c as you
see tanks cl ose on your  l ast r emai ni ng
vehicle.  Ther e ar e a few gl i tches — some
cl i ppi ng pr obl ems on ver y mounta i nous
scenes bei ng the  most  noti ceabl e,  but
these are for gi ven for  a game that  exci tes
such admi r ati on.  Even emoti on.

•

C O M M E N T
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When thi s game ar r i ved i n
the offi ce  you coul dn't  wal k
wi thout  t r i ppi ng over  some-
one's chi n i n the  pr ocess.
Al l  wor k on ME AN
MACHI NE S  stopped and the
doctor  was cal l ed I n t o tr eat
thi r d degr ee car pet bur ns.
So to say thi s  caused a bi t
of a sti r  woul d be an under -
statement.  The i ntr o is
super b and I 'm pl eased to r epor t  the  actual
game is no l et dow n ei ther .  Ther e's mor e to
it than l ust  shoot i ng ever ythi ng i n si ght.
For star ter s you have a l i mi ted amount  of
weapons,  so wast i ng ammuni t i on pr events
you fr om destr oyi ng the  mei n tar gets.  The
thought  behi nd mi ssi ons is outs tandi ng as
wel l .  For  i nstance,  w he n cal l ed upon to
pr otect a convoy of  peacekeeper s,  a n y  of
the thr eateni ng guns  are hi dden behi nd
hil ls,  and a keen eye and tact i cs are need-
ed for  wha t  cul mi nates i n •  tense shootout .
You'l l  di scover  sneaky ways  to extend your
l ives and r i se thr ough the  r anks over  a
long per i od of  play.  What  mor e can I  say
other  than put  i t on your  Chr i stmas l i sts.
at the ver y tep,  I MMEDI ATELY!
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' Su p e rb  movement.
achieved with update on
par with movies. Animation
to the smallest detail
trOccasoonal poor scenery clopping

The mmic is so opium
priate and excellent it
should be on a CO Ob i t is
— outs
,

The effects are so well
realised, they have sub-
tleties all of Melt own
Lister' to the whistling harntorucs of
the rockets Speech is also used as -
vital . m e tool

aA siese of morel-
Isms, stedis suswols.
l i a p  le de hen Wei Ant
sweat yet Ills pets sees Bogs
prolonged ploy. clear obirectives. but
immense ton to achieve

Thenderhawk 2 is on par with
the best software produced for
next generation consoles A  leg-
end set to become it phenomen,
if there is a Ga s  God

T h i n g  i s  M UNE to  t i n s

gilITIC than •my °that
Satona p o w  There  is
months of play m Tbooderhawit L ii

• A virtual warrorte
hantly realised Detailed
foreground terrain hlends
convincingly into spectacular panora•
mas The  enemies have a  reality_

1
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It seems the next
advance in 16 -bit  gaming
will go hand in hand with
a major revolution in fi lm
animation techniques.
Marcus looks at Disney's
Toy Story, and watches
the l in e bet w een  games

d fi lm s b lu rring  once
silsOne•••

s the fi r st  32-bi t  Chr i stmas appr oaches.
at tent i on has never  been mor e shar pl y
focussed on the capabi l i ti es and
per for mance of  the next  gener ati on
consoles.  However ,  away fr om the

l i mel i ght the  humbl e I l l egadr ive is not  onl y al ive
and kicking,  but  wi tnessi ng some i ncr edi bl e
quantum leaps i n the  qual i ty of  i ts softwar e.
Unti l  recently,  you coul d have been for gi ven for
thi nki ng that  games l ike lar thvi lorm Ji m 2 had
pushed the I l l egadr ivs as far  as i t coul d go.
but i f you thi nk 16-bi t  gami ng's got  no mor e
surpr ises up i ts sleeve i t  coul d be t i me to
thi nk agai n.
toy Story, the game based on the Disney's first
fully computer-animated film, will be launched le
the States about the time you read !tab. From
what we've seen of the title so far, a seems
Disney Interactive's extravagant boasts may
well be justified: 'The Toy Story video
game offers ;Anvers with 16-bit genie
machines a truly 'next generation'
experience,' says Marc Teren, the
company's vice-president. "The game
offers an exciting opportunity for Disney to
shatter 16-bit video game limitations and
literally broaden entire 16-bit market...The
result is a game you have to play to
believe.'
So is this yet more pre-release hype or is the
Megadrive really about to witness the most yiskially
impressive 16-
bit game ever
seen? Soon
you'll be able to
judge for
yourself...

Woody comes
up against Buzz
as an end of
level boss in the
Toy Story game
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Toy Story is Disney Studios' next major fi lm after
Pocahontas, and represents a crucial
development in the way the company creates its
animated fi lms. Since Disney's first animated
feature, 1937's Snow White and the Seven
Dwarfs, the company has been seeking ways to
streamline the labour-intensive and costly
business of feature fi lm animation. The
introduction of computer animation in the 1980s
breathed a creative breath of fresh air into the
company's methods and output. Disney's recent
triumphs have included prominent elements of
computer-aided trickery -  most obviously the
incredible rendered ballroom from Beauty and
the Beast and Pocahontas' flowing mane of hair - but never before have triev dttempted a feature
Film entirely animated by computer from beginning to end. Until now.



LEFT:  A gr ab
from the
incredible
intro sequence
to the Toy
Story game.

Doom-styl e
der r i ngdo as the
Toy Story game
goes 3-D,
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Another  movie
sti l l  - BUZZ is the
only character  in
the nursery who
doesn't  realise
he's a toy.

The Sl inky dog
from the Toy
Story movie.
This is lust one
of  the classic
toys that appear.

GAMEPLAIr
The Toy Story game will be released in
the States simultaneously with the film, at
the end of this month, We can look
forward to 32 megs of 3-0 fun, in which
you manoeuvre Woody, and occasionally
Buzz, through 19 levels of obstacles in
order to get them back to the nursery
following an excursion into the outside
world. Highlights include a level where
Woody escorts a bucketful of toy soldiers
to safety, and another level where the
heroic cowboy navigates a maze inside an
arcade machine to rescue Buzz Lightyear
.



In keeping with Pixar's previous
computer-animated films, the Toy
Story movie is set in a world where
toys take on a life of their own when
people aren't around. The film
depicts the conflicts between the
toys in a child's nursery. Set between
the child's birthday and Christmas,
the two events the toys fear the
most, the film concentrates on their
insecurity about being replaced. One
of the most neurotic characters is
Rex, a tacky Jurassic Park-style
Tyrannosaurus toy with a complex
about his cheap construction. At the
other end of the scale is Buzz
Lightyear, who is the only occupant
of the nursery who doesn't realise he
is a toy. Buzz, who is equipped with
pop-out wings, a laser beam and a
wrist communicator, is advanced
enough to make
the more simple
toys like Mr
Potato-Head and
the Etch-a-Sketch
nervous. Buzz
Lightyear was
voiced by Tim
Allen, while his
rival, the cowboy
doll Woody, was
voiced by Torn
Hanks. All the
actors were
video taped while
they recorded
their dialogue, so
the animators
could study their
facial
expressions.

2 8  I V I M  S E G A

Tom Hanks as
Woody and Tim
Al len as Buzz
Lightyeer  -  the
resemblances
are uncanny.

-

INICIR'K Mil Pitir0O W E
-
O a

Mr  Potato-Head
- one of  the less
sophisticated
toys in the Toy
Story movie's
nursery.

Characters I l k.
the pi ggy bank.
Mr  Potato-Head
and Little Bo
Peep also app-
ear in the game.

Rex, the
neurotic plastic
dinosaur  wi th a
complex about
his cheap
construction.

Back to the game,  a nd
some of  the most
impressive graphics. . .

that have ever  been
created for  the Mega-
drive. Toy Story looks
very pr omi si ng indeed.
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1Mor e incredible
graphics fr om
the 32-meg
Megadr i ve game.

k 4 TO R I h r
THE MOVIrE

For  c•rtaun
sequences of  the
Maya drive game,
code was por ted
straight from the
Wavle

The Toy Story film is a co-production
between Disney and the California-based
computer animation specialists Pixar. Tht
,small company came to prominence
producing groundbreaking computer-
animated short films, most notably
1988's Oscar-winning Tin Toy. John
Lasseter, who directed Tin Toy, also
directed Toy Story: "When we had
finished our last short film, Knickknack
(1989) we wanted to make a feature, We
came up with the idea for a half hour
Christmas special, using Tinny from Tin
Toy.' This coincided with Disney's search
for ways to diversify their animated films.
They first went to Tim Burton to produce
A Nightmare Before Christmas and then
went to Pixar, who they had previously
developed a 2-D computer animation system with. We  felt John Lasseter was a
truly gifted artist," says Tom Schumacher, vice-president of Disney's animation
division, "and we very specifically wanted to work with John." In 1990 Disney
abandoned the idea of a TV special, suggesting instead a feature film. The result of
five years' work is only now seeing fruition.

SPOT TNE
DIFFERUICE
Toy Story uses a Doom-style first-person
perspective amongst its anticipated mix
of game styles. Disney have also
promised side-scrolling gameplay and
an "immersive racecar driving-type"
scenario. Toy Story will be the first
game to ever feature 3-D animated
movie images directly imported into its
code. Members of the game's
programming team included the same
Pixar artists and animation specialists
who created the film

The characters from the film are faith-
fully reproduced in the game, Here,
Woody has to ride a rampaging Rex
through an onslaught of hostile toys.
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TOOLED UP
AM2 have developed an infra-red gun to go
with Vinua Cop (and other shooting games,
including the sequel) which you will really need to get the
most out of the gameplay. This will be available at the same
time, in fetching blue or red. Sega apparently regard black as
too realistic for this country,

SHOOT TM UP

ME MO

NiN

I t ' s  the

Big One.
Rather,
one of
the Bi g

Three.  Sege's
big thr ee ti tl es that,  by
any i mpar ti al  esti mate,  bl ow
away the r ather  i denti ki t
ser i e• of  Pl aystati on releases,.
Sega's ar cade conver si ons: Sega
Rally. Vi r tue Cop and Vi r tue
Fighter  2  tower  above most  past,  pr e-
sent and futur e Satur n devel opment.  Thi s 'sec-
ond gener ati on o f  Satur n softwar e is about  to
happen,  and that 's  wher e any sel f-r especti ng
S•ga tan's at tent i on shoul d be.
'Cop', as It's affectionately known, was a Model 2 arcade
board last year. and indisputably the best target-shooting game
of ail time. The inevitable conversion has been delayed by two
factors — the problems experienced with the Saturn Daytona project, and
the -low Operating System developed in early 1994.
It was the crucial arrival of this new programming tool that made the devel
,opment of Cop postrible. To convey all the scaling, polygon movement  and tex
,turing would have been impossible using the methods that brought the original
Virtue Fighter to Ine Saturn.
Incredibly, that was only a year ago, with plaudits
firming from every corner of game journalism.
But the ruthless rise in standards means that
only a perfect conversion will be seen as
successful. A challenge Sega have been
unable to
refuse...

g(1:2
.Lfris-
.)

CAMP W M

J 2  M  S E G A

$'111
WO'

LII



1

AUTOMATIC

FEF r d  NOSS

GET IT OFF YOUR CHEST
Slamiiiitig your bullets into the many chests ktiering the play
area is not a total waste of  time. Quite a few hold special
weapons that upgrade your six•shot standard revolver. The first
to find is the shotgun, which is also limited to six slugs, but with
a wider target area. The automatic provides automatic reload-
ing, and the machine-gun a single magazine to spray-paint the
walls with. Sadly, any of these enhanced arms are lost when
you take a hit.

I f you can, fi nd throe to look for bonus weapons.
Automatic firearms can have devastating affect.

As important as hitt ing your target is the process of
avoiding the bystanders caught up in your fire-fight.
Hitting them is as damaging to yourself as it is to
them — it loses you one unit of energy. However,
they do let out ,  should we say, a rather enjoyable
shriek. The posit ioning of 'innocents' becomes
trickier as the game progresses. Initially they are
easily distinguished in pure white. Soon, their
clothing darkens, they tend to get in the way,
and some are even held as 'hostages*
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TACKLING E.11.1..
The action is set across three stages of increasing
difficulty, with three stages in each. The plot follows
your bust of the EVL Corporation's illegal arms opera-
tions. From the initial shipments, to the headquarters
of the unscrupulous conglomerate, you're against the
odds in your mission to clean up the streets...

DOCKS
The first skirmish is a
warm-up outside the
gate house, but once
inside you are attacked
from all sides, including
an assault from an artic-
truck and hoods using a
car as cover. This can be
spectacularly totalled.
Once inside the warehouses, a tense guerilla battle
ensues.

QUARRY
The machinery of a
building site impinges on
the action, with cranes,
conveyors and vast slag
heaps providing cover
for your enemies. Things
get especially hairy when
they gel behind the
wheel of vast earth-
moving equipment. Once inside the arms complex,
the fight is increasingly claustrophobic, and axe-
wielding bone-heads appear.

CORPORATE
HO
In the palatial surround-
ings freakily reminiscent
of ENIAP Towers, you
make your way in by the
underground car park
entrance. There follows a
memorable shoot out in
the lobby, havoc in the offices and, well, we'll let you
find out more for yourselves.- *
l e
* —
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How for s t  £9999 each. 32X and Mega CO can transform your Mega Drive into a whole new consoie With advanced

technology for bigger and faster games, better graphics an

improved sound enhancing the in-home gaming experience

For 32X games include the incredible Virtua Fighter. FIER •96

and Kolibri While Mega CD offers the awesome Eternal Champions,

Force and Wirehead. together with complete audio CD capabilites. Ind you can still play your

old 16 bit Mega Drive games too. It's the Megabargain of the year. Hiss it and weep. O M
b a n a l
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To fi ght  in fl eM go up to Mi ke
Tyson and call  him soft.

NAN:
1
1
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V I E W  T O  A  K I L L
Al present, the 'change v iew' facility only allows
you to fix your sights on your opponent's plane.
This means that once he has shaken you f rom his
tail, switch to v iew his attempted getaway then
continue in pursuit. The only downside to this is
that you can't shoot while playing f rom this
perspective, so you have to keep changing back.

D espi te  soundi ng l i ke a

dodgy adver t for
satel l i te TV, Deadl y
Skies is the new JVC
shooti ng fest set to

chal l enge Wi ng Ar ms as the
Satur n's best aer o-fi ght i ng sins.
Whereas Wi ng Ar ms concentr etes
more on the  Wor l d War  2  planes,
Deadly Ski es moves i nto the
nineties wi th hi -tech fi ghter
planes.  Mov e  over  Spi tfi r e and
Hurr icane,  the  F-15 Eagle and
Mi o-2O ar e bor e to stay.
The game is still only about three
quarters complete, but what we've seen
certainly looks promising. The planes
are very nippy, with a responsiveness
that enables realistic fighting
movements to be translated into the
game. The end result is like Streedighter
in the sky - it's you against one
opponent and that's it. You must use
your cunning powers of stealth and
flying knowledge to hunt down your
enemy and blow them away, whilst
negotiating a variety of 3-D landscapes.
At present there are 8 characters to choose
from and each one has its own background
scenario. The more patriotic of you can choose
Andy. the British pilot, but there are lots of other
nationalities you can choose from as well. Each
Pilot also has their own plane with unique
characteristics to match. All in all, Deadly Skies
looks like becoming the most exciting thing to
come out  of Norway since...erm...

This level  is set in
that sugar  advert.
Strawberr ies are
not  included.
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Steve hi ts the road.  And several hi ghl y-popul ated desert
settlements.
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I N C A  F R O M  S V E E D E N
Each character is suited to the country they originate from. Isaac wears
a Sheepskin coat and is f rom Iceland (he works in the frozen meat
section), and one of the Americans has a pristine white uniform and a
smug, smarmy grin. He is called Broce,which sounds suspiciously
Aussie. He's left his girlfried Sheila at home. Probably.
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MUNCH
MAN
The essence of the game is a
Sisyphusian tgotchall challenge
to prevent falling blocks and
ghosts reaching the top of your
pit. This is attained by the con-
ventional building of lines, and
also by unleashing occasional
Pac-Men to devour the ghosts.
The trick is to positron ghosts
correctly and judge which route
Pac will take,

W  e must  be enter i ng the  si l ly

. Out of
the bl ue.  Phi l i ps release a Megadr i ve game.
A company mor e famed for  l i ght bul bs,  ket -

tles and compact di scs gets i n the  car tr i dge mar ket.
But i t si mpl er  than i t  mi ght  appear .  The dutch medi a
gi ant sees the oppor tuni ty  wi th a cheap and cheer ful
puzzler  fr om Mi ms° .  the  company w ho i nvented Pee-
Me n end a r e a l  goi ng to Sot us for got i t  i n a burry.
In his fourteen year existence, he's been the Bucks Fizz of
video games. Back in his heyday. he was the big attraction on
the Atari VCS of 1983. Now he's reduced to playing in budget
Tetris clones, a shadow of his former rotund self, But let's not
be too cynical for
Pac Panic actually
promises a twist On
the falling blocks
formula that has
become the
scourge of every
game format in the
Western world I ll
emanated, pre-
dictably, as a
Russian 'plot* to
undermine office-
workers every-
wherel.
There are three
game modes,
including a split-
screen versus
mode, and the
garne's main attrac-
tion is it sub-E20
price point. There
was literally no
space for review
this month, so we'll
bring you a full ver-
dict next month,  by
when the game will
be well and truly
shelf-bound.

PAC IIIIMANA
Taking on your pac pals is more fun than strug-
gling alone. Each has a pot and each dims to
play the longest. However,  gobble the ghosts in
clumps of five or more, and you will send them
to haunt your unfortunate foe.
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Actual screen shots shown
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PLATFORM

If I had a pound lot the amount of t imes I have ment ioned *puzzle
elements' in plat form games to make them sound more interesting
than they are, I'd probably be able to buy a Saturn. But Johnny B
genuinely does use puzzles and your brain frequently. For one, it 's
not linear, with exits to later levels and backtracking throughout the
game. Inside the stage, you may be expected to use objects which

may vary the outcome. For example, the hospital stage forces you to
find a way to reduce the treatment queue to enter a vital doorway.

Well  I f you're feel ing
l onel y. . .
- 
e t c .

Johnny on the pr owl  whi le
his dog br ings up the rear.
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1r SPIT AND POLI H
Conspicuous use has been made of the rotational and scaling

hardware effects of the Saturn. Swinging objects like
chandeliers move with a particular smoothness, and effects

like this large fan in the air duct level are impressive in motion.

S Gol d's entr y i nto the  Satur n
market is effectod wi th
Johnny Baz ookatone,
pl atfor mer  steeped i n r hythm
and bl ues.  Johnny is the  fi r st

qui f fed pl atfor m game her o i n some
• but  hi s duck's area hai r do is nothi ng i n

compar i son to that  of  his evi l  enemy.  El  Diablo,  a
sel f-styl ed 'k i ng w h o  has al l  the  wor st r hi nestone tr ouser .
gilts and intravenous-Sig Mac habits el the reel 'KIEV.

As music is the soul of the woad ,  the programmers took the unusual and
highly liberal step of lett ing the
musicians involved mess around
for months before pi oduceig
concrete tracks for the game. The
result is an original soundtrack
spanning all sorts of siyles.
There is plenty of game as we
levels f rom the spin-through
had, many of them cavering a
area. The aim is to collect the
viruses spread throughout the
levels w i t h  which Diablo is

threatening to rid the wo o f
music. In shoot 'em up Style
reminiscent of Earthwqpn
JIM, Johnny's 'axe' lg f t e r  to
all non-Kerrang readers) takes
out the little green men who
seem to play an adversarial
role in the whole spectacle.
Graphically, yort cart see the
thing is looking sumptuous,
with the use of glow effects and high-resolut ion rend
visuals. Johnny Bazookatone will be facing the r ra l
,
, i c
we review it l i t n e  for a January release.
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1 1 1 1 /  elcome, w elco m e humble t ip st ers and  b o w

as you w i t n ess t h e t ipp ing g reat ness of
Mean  Mach in es.  A s  you can  see t h is
month w e  have gone cheat s craz y.
Not on ly do  w e have t h e maps and

explanat ions f o r t he second p art  o f  t h e L ight
Crusader guide, bu t  a  help ing  hand on t h e Sat u rn
stormer, M y s t .  I f  t hat  l i t t le  lo t  isn ' t  enough to
send your mucus-fi lled  stomachs convulsing, t hen
we have t h e usual array o f  cheat s and help fu l
hints f ro m t h e w o rld  o f  p lanet  Sega. Don ' t  f o rget
that  t h ere is st i l l  t h e priz e o f  a Sat u rn  g am e for t h e
best cheat  sen t  in  f o r our 3 2  b i t  wonder. An d  don' t
bother t rying  t o  rip  of f  o ther cheats,  o r send us o ld
Panzer t ips as w e  are  in  the know, right?  Ad d ress yo u r pearls
of w isd o m  to:

szs17 -7z1 •
NW i t

TIP-A-DE-DO-DAH, TIP-A-DE-DAY. T IPS DEPARTMENT, M E A N  MA C H I N ES SEG A,
PRIORY COURT, 3 0 - 3 2  FARRING DO N LANE, LONDON, E V I R  3AU.

M E G A R I V E
r i s

SECRET SCREEN AND ENDURANCE
Our resident Mortal Kombat expert Mr. Lomas has discovered a couple of ace
cheats. To call up the secret screen, enter this code on the menu screen: A,C.
U. 8, U. 8, A, D. This brings up the familiar Kornbat cheat screen enabling you
to change the continues, see the end sequences and such like. The other
cheat is far more simple. Simply hold down A and C on the menu screen and
press start and you'll be able to play a four player endurance mode Well done
Edwin!
Also we were flooded with tips about the Kombat Kodes for the versus mode.
Ryan Button and Craig McKinley were first out of the blocks so here a they
are. The numbers represent the amount of button presses. 0=MK Dragon.
loolotK logo, 2=Yinistang, 3=Number 3, 4-Question mark, 5=l ightning Bolt,
8=Goro creature. 7—Raiden, 8=Shao Kahn, 9=Skull.
Half Energy PI: 033 000
Quarter Energy PI: 707 000

throws: 100 100
meters: 987 123

ext:No Fear: 282 282
rk Fighting: 688 422
ycho Kombat: 985 125
Inner Fights Motaro: 969 141
ghts Shao Kahn: 033 564

ext: No knowledge: 123 926

Half Energy P2: 000 033
Quarter Energy P2: 000 707
No Blocking: 020 020
Unlimited Block: 468 466
Text Hold: 987 666
Random Morphing: 460 460
Galaxian: 642 468
Winner fights Noob Sabot: 769 342
Winner fights Smoke: 205 926
Unlimited run: 466 466



This little cheat was sent in by Tom
Webber of St. Austell in Cornwall. To select
the same wrestler, Player 1 choose a
fighter, and it will tell you that you are in
green. Hold down A+C.  Player 1 will then
flash red. Push UP and it will flash green
again,to indicate it has worked, Now player
2 can select the same wrestler.

RD
SECRET  CO DES A N D
CO NST RUCT I O N KIT
A D VI C E

Here are a couple of the secret
player names for you to try Out on
the awesome new racer from
Codies. There are still another
batch of passwords to be found but
that will have to be up to you. Enter
your drivers name as one of these:
GUFDON, HORDON, NODROG or
ALCHIE for a few surprises.
Also, straight from the horses
mouth as it were, we have some
helpful hints to building your own
courses on the construction kit,
from the masters themselves,
Codemasters.
1. Simple courses are often the
best. Players don't have to worry
about learning the bends and turns
on the tracks, and get right into
some serious racing action!
2. Try to avoid having lots of bends as it can lead to frustration on the
players part through constant stopping and starting.
3. Long straight track are good for player interaction.
4. Although solid objects cannot be put straight onto the track, use
hops and skids for enhanced competition. Too many can make it unfair
because a good driver will stay on the track, and yet will always hit
hazards.
5. Try to put a sign by the tract to warn players that a particular nasty
bend is coming up. This way, a driver can associate a tough bend with
certain parts of the scenery.
6. Putting jumps after bends will cause problems every time. Try to
allow a bit of straight for the jump to be made successfully.
7. Putting solid objects after jumps is a definite no-go. Vehicles can get
embedded on the objects, losing time and places.
8. Don't put two jumps too close to each other. If the car is still
bouncing from the Seat jump it has no chance of making the second.
9. Hops and skids are good hazards to put on the outside of the bends.
These penalise the kamikaze drivers who take the bend too harshly.
10. Don't leave the track too open. Players won't stay in your assigned
driving area,

11. Having said that, don't box in the track totally. A few short c u t *
R i m
,
v

always add to the fun.
12. Narrow straights of track over gaps and charris are always good
for a bit of foul play.
13. But avoid putting narrow sections after bends. II makes lining up a
lot harder.
14. Remember that by switching the handling of the car around. will
alter the playability et the track drama ,  II you have mode a slop
and start track, thellispoils the game ft h a n g e  the handling of the

r instead of the track.
ight that s h o u e  enough I.  p e r s o n a l  Silverstones' off to a
ing start

A t )
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Co  X  ZONE: SEE CREDITS
Despite being absolutely worthless, we thank
David Hughes, from Liverpool for sending it
in. To see the credits, go to the options
screen, and hold down A, 8, and C. Keep
them held down and press start and the
credits should appear.

M E G A  C
ETERNAL

PERF ORM  CINEKILLS
Carl Ayriss, sent in a guide on how to perform the Cinekills on this top
Mega CD beat 'em up. Firstly, select these options: Choose DUAL mode,
select OPTIONS, choose the fastest speed setting, any background and
any number of battles. INNER STRENGTH must be OFF, Choose your
character (Slash is easiest), then select your opponent (not Shadow or
Blade). Win the rounds and when you get to the final round, as soon as
you start move to your opponent and use hard kick about 8 times. They
should then become dizzy, and you'll hear a noise telling you it's working.
Then carry on attacking with hard kick until your opponent is dizzy, or has
minimum energy and could be killed with one hit. If they have gone dizzy,
the Cinekill will happen automatically. But if the opponent is not dizzy,
then use Slashs' dizzy move (Jump up and press Y-iZ in mid-air) and then
it will work, Phew/



I S A T U R N
SHINOBI 111
LEVEL SEL ECT
To get a level select, which works at any
time, you have to do is pause the game
and press A,B,A,B,C. If worked, then a
the number 1-1 will appear in the
bottom right hand corner. Select
which ever level you want to
start on, and then un-pause and
you'll be whisked off to the level
chosen!

VIRTILIA PLAYASFIGHTER DURAL,
i m m i x  S T A G EA N D

PLAYER
SELECT

At the player select
screen, press D, U. A, L,
and A. If you have done
this correctly. Dural will
now become available to play as. The
other cheat is even easier to perform. Win
a fight in Versus mode and when the
Winner' banner comes up. hold the I. and
A buttons and the relevant screens will
appear. A huge round of applause must go
to Jason McInnis, f rom Glasgow, in bonny

°Vend for finding those Out. As
centsed your prize for the best Saturn t ip
the month is in the post!

SA

To get these to work, go to the start
screen, with the horse, and input
either of the following codes. Please
note that these are all D.pad codes,
not buttons:
11,U,L,U,A,U,D,U,L,U,L,U. For a level
select. Use up and down to cycle
through the levels.
R,U,L,D,R,D,R,U,L,D,R,D. For your
chance to see the ending.
11,U,L,D,A,D,R,U,L,D,R,D. To
give you 999
lives when
you start.

If you fancy making this even harder, wait  until the demo
finishes, and when the Sega logo appears, enter Li. U. D. D,
1_, A, L, A, A, B, C. The game will start and if  it's worked
there will be a small M in the top left hand corner.

el a

SEE EN D I N G

To see the ending without
playing the game, press the
following at the it le screen: U,

U, D, U, R. A,
L
,  
A
,  
D
,  
0
,  
U
,

D, L, L.A. L.

BUG: L EVEL  SELECT
Paul Hill ino relation) has discovered a
level select cheat for it. On the
Start/Option screen, press B, A, B, V.
DOWN, RIGHT, A, LEFT SHIFT and
DOWN. Bug should let out a litt le cry If
done correctly. Now Start the game and
press UP and LEFT SHIFT. This will bring
up the level select. i s  I  as,

5 1 1 . .
1
1 1 1
7 ;

-LO
r

MM.
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Congratulations!, '

PANZER 11111A
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Z O O P  -  Y O U  M A Y  A L R E A D Y  B E A D D I C T E D

Resting

Wa lkin g

Playing Zoop

• O u t p u t  o f  t h e  H e a r t
(gallons of blood per  minute)

when man is:

A
111111!

It looks like a harmless video game until it  enters the blood stream
and mixes with your DNA. in order to eradicate this affliction we

must learn its moves, understand its thinking and anticipate its next
move. Only then can we begin to battle and conquer this killer.

AVAILABLE AT: Downs. Carnes. PC Workt Toys R Us, Future Zorn', HMV.
Vorgin/Our Prke arkl afi good ,
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(Fungusanlungus)

(Plardnecocki)

(LochiawbacIIII)

PC

H o w  l o o p  af f ect s
t h e  b ra i n

It mutates the Medulla
causing irregular:

digestion. respiration.
heartbeat

Oe• v M a i o  a• V
a • • • • • a o a a a c c o a a a l a a l

Saturn TM
C O M I N G  9 6

It attacks
the frontal
lobes of the
Cerebrum
impairing:
judgement.

higher learning.
reason
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basement, you'll drop down to fight Ramlah, one of
Bloottroke's evil henchmen. To kill him is very easy j us t
keep getting in close and slash away at his body. Once
he's defeated you can go through and onto the rest of the
level, Make sure you use the fountain indicated, and save
at the first opportunity. Ignore the blobs and climb up so
you can hit the switch to open the door. When you get to
the ball chucking goblins, remember they don't have to be
killed but if you have the urge, push them down first. Save
and go to room marked 2. As you can see, there are a lot of
small 'homes' leading off from here and most are of no
interest whatsoever -  the same applies for Room 3. Make
your way to Room 4 where you'll see 4 poles with lights
that flash as you go in. it's a simple puzzle, because you just
copy the order of the flashes and hit the relevant poles. As
soon as you get into Room 5. go over and hit the clock
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• o n e  next to the raised platform. Hit the clock and.
. c k  as possible, move the t h e  platform

and over by the door before it lets u p  •
at the fountain and go to the Ser a g a i n .
is easy. If you stay by the sides of him and then u
your jump attack you should kill it without losing
Wel Next, go through and move a block onto 3 switc
- you stand on the one nearest to the door to open it.
Room 8 is a tough one First, push the laser to the corner
and then push the two bombs either side of K. Hit the first
bomb, and run onto the platform. The combination of the
bombs hitting the laser and the laser hitting the switches
will take you up to the chest, where you get the costume

Aft E  r 3  G L U M =
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the lead character is called David
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eite bombe
as show
Men bit
both and
stand on
the plat-
forms an
you'll be
taken up
the chest.

Me  bail
has to be

pushed into
the position

shown, to that •
the barrel can be
moved off, and over
to the door. Explode
the barrel to
demolish the door.

Allot*, o rnM,,
the two bombs
as shown, then
hit the clock to
set them off
Move the
longest running
one to the door.
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ABOVE: Put a block on all the
plates shown and you stand on
the other.

.LEFT: Step on the tiles
• in this order to open
the door and take you
to the next level:
O A R R I O T T

Put on the costume and go to
Room 9. The goblin will then open
the door when you talk to him. To
open the door in Room 10, you
must push the barrel on the corner
of the movable platform, and then
push the ball directly in front of
the switch that moves the
• atform. Next, roll the ball

wards the barrel and step on the
itch. If done correctly, the ball

ill prevent the platform from
•
m
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explode the door. The next
om holds a frustrating wind
Me.  Each pole changes the

d o f  the wind when hit, and the
-.object is to try to get the small grey ball
over to the switch. Try to get the larger
balls to the side, out of the way, which
makes moving the other ball a lot easier.
Work your way through to the room with
the chest - once it is opened, the soldiers
come alive. Keep an eye out for the things
they drop as sometimes they leave
armour behind. Retrace to the fountain at
the centre, and onto Room )2. If you
wear the costume in here, you can take
part in a challenge to win some money. 3
goblins appear, but instead of killing them
just push them off the edge. Two can be
pushed before they even move and the
third may hit you once. Easy money! Go

o 13 and put on the cossy, and you'll be let through again.
This boss is one of the toughest so far and requires a bit of

ience. If you can get close, keep slashing at his head, but if
keep getting hit select Meteor magic, and fire them from

away. If you have the green potion, use it when your
teor supply is low, and it will replenish your magic to 99,
ce through, stay on the ball and chains and work your way
oss to hit the switch and open the door. Once inside you'll
the tap handle. Work back to Room 15 and, using the

platforms, go up to the higher room. Now go up to the thing
the wall and use the tap handle. If you now go back to 22,
ill be flooded and you'll be able go through to the other

room. Room 16 is easy, and in the following room push
er barrel underneath the square platform so that when
r barrel is put on top it won't fall down Now move it

door  and explode it. To get the chest in Room 18. you
hit the switch and, using an alternate combination of

and balls, work your way up. You'll get key 3. On
y back to the centre fountain make sure you re-use
handle otherwise you won't he able to get through.

w go back to the centre fountain and onto Room 19.

You have to lump on
• balls as they fall
d then onto a

atform to work your
ay up to the top,

nd the chest.

FAR LEFT: The spider
boss will need a lot

magic to kill.

IIt  t h e  locked door now, and Inside a man will g t h e  Stone
ablet he• w  go back up to the higher room in 19, and use the tap handle. This floods
e room l e t s  you take the higher doorway. In Room 20, you have to push the barrel

long the path without it touching the spikes, and explode it by the door. In this room there is a
ger type of light puzzle -  copy it as before. It might be wise to note the order down

mewhere. The chain mail is your reward, Now retrace to the centre fountain, and On to
. m  21. In here you need to push the barrel onto the beam and then by the door to explode

open. In Room 22, put on the costume and go through the door to the chests. Then go and
lk to the other goblin who will open the second door for you. Talk to the Goblin king who is in
is room and then go on_ If you want to find Out what the tablet says then go to the teleporter.

o back to the castle, and find the princess who'll translate it for you. Otherwise just step on
e tiles in this order
- 
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4  8 S E  GA

From the start, you have two ways to go. The
easiest way to go is the way we've shown, but if
YOU can be bothered to suffer the frustration go
the other way. The rooms you encounter here
will suddenly become slippery. They shouldn't

'prove too much of a problem to you and there is
no real advice on how to get through. Get to
Room 1 and then go through to save. When you
arrive at Room 2 there are two choices. You can
either continue working your way round and end
up back at the start or  you can continue further
on into unchartered territory. The shop marked
on the map cannot be accessed until you have
the crest which is found later in the level. Go to
Room 3 and then rescue the prisoner. Room 4
contains a simple noughts and crosses puzzle.
Step on a cross and it turns to a nought and
vice-versa. You have to get all noughts to open
the door. The puzzle that follows is another wind
affair which requires you to push the ball and
land it on the switch. It's best to do it just as the
fans are slowing down a bit. When done you will
get the relayer from the chest. Go back to Room
3 and go through the door at the top of the
room. Hit the switch, then go to the prisoner
before going through into the mirror room. If
you look at the screen shot, you'll see where the
secret door is. This leads to a chest. To open the
door you need to kill the zombies in the
reflection. The man standing behind the wall is
of little use, but if you want to get to him
position the balls as in the screenshot to get it to
work. Ignore the worm things in Room 8, and go
into Room 9. The chest contains the afore-
mentioned crest. You can now use the shop.

• a l l  ' N W T
effor ts so far  is a bag
contai ni ng 900 GPsf

4  You gain
900CP!

ore the claws of  the Scorpion an
attack the head.  You'l l  only suffer
minimal  damage.

Stock up on Shi el d magic lust
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This bl oke is a compl ete
looney. He talks about  his

cows when he is in a
r oom al l  on his

own.  Sounds
like Mar cus
after  a few

bee

Work
• then onto

atiog pro
) the door

rough. The la
can damage

blocks in the roo
h time and space

Room 12, if you can get
lit is controlled by your mu

of the pillar contains 900 g
don't bother trying to kill all of th

go lot the sorcerer and they'll all di
nd then go into Room 14. When you
r the direction the fingers are pointing

• contr ol s  become reversed. Before you copy the p u z z l e
from Room 15, go through the already opened d d  get the
agon armour from the chest. Now go and copy the lights to °pool
oor. Once through, you'll walk into the meeting of the guild, who

you. The scorpion boss in the following room is surprisingly easy to
ome. Get as close to its head as possible and then lust keep slashing.

et hit very little and it soon dies. The reward for your efforts is the 4th
If you trace back to Room 1, and then save the game, the door that the new

• opens is in the same room. As you go into 18, you find another noughts and
crosses puzzle. This time, however, when you step on a cross, all the other shapes
above and to the side of it change as well. Trial and error is the best to way to crack
this. Now, the next room is a pain to say the least. Before you go in, select Shield
magic and make sure you have full life. After you've been in the room for a while a
message will appear telling you to 'Stop!' At this point, fireballs start raining down on
you have to hit the shield magic. You'll take hits, but with enough magic arid life you'll
survive - the fireballs will stop and the door will open. Again, don't walk past the
statues' fingers or the controls will be reversed. Go to the fountain and onto Room 21
to get the chest containing maximum life. Go to Room 22 and, as quickly as possible,
get to the far end of the room and push the bomb back to the door. It's already ticking,
so you have to be quick. Once through, you'll find yourself facing another challenge
tram Bloodroke. The Knight is quite tough, but you don't actually kill it. Look behind it
ind a shadow should be following him around. Hit that, and it'll lose life. Once you've
done this, walk on to level 5.
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ICE L E V E L
This level really is a pain. The first puzzle in Room 3
may take some time, as you have to push one of
the balls onto the switch. Push the first ball towards•
the door, and it should hit the blocks and stop. Now

• p u s h  the ball by the other blocks down to the first
blocks. The only unmoved ball should now be
pushed towards the others so they are all in a
group together. Now destroy the top blocks nearest
the switch. and push the two balls up to the end
wall and to the position on
the screenshot. The ball
that's left can't be moved,
so destroy the other blocks.
Then you have to push the
ball towards the switch and
quickly chase after it. Push it
again while it's still moving
towards the switch. If it has
worked, then it will hit the
two balls already there and
activate the switch. This
might take some time, by

V I  t he  way. Kill the worms in
the next room to open the
door to Room 6. Use the platforms as stairs in
here, as pictured in the shot. Then in, Room 7,
select Judgement magic and use it 4-5 times to kill
the magic items. When each one is killed it
releases a ton of magic to pick up so you should
be really stocked up alter this room Use the
fountain and then face the boss, which is the
Dragon from the first level.
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There are two of
see which one you're

is more or less the
the boss. Each room
soldiers or grenade
be knocked out in or
.opened. The boss is
far. Its only vulnerable
the turret, which can only be he when you

are on top of the tank. It will shoot you with
fireballs and then missiles as you attack, so

you'll have to keep an eye out for the
bullets as they come, and jump off so you

can dodge them.

VEL
•
c
h
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k 
t
h
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m
a
p

room in this
61 you get to

ins a couple of
s that have to

the doors to be
the toughest so
is on the top of

RO AD LEVEL
When you come to the poles in Room 2, hit t -
and they start to flash in a similar fashion to

light puzzles in the previous level. This ti
however, you only have to hit the last pole

flashes to open the door. You'll then encounter a
gtoup of zombies, followed by another group of

poles. As before, you need you hit the last one to
flash. After another set of Zombies and another poi,:

puzzle, you'll arrive at the final group of zombies.
These are no more difficult to kill than the others

there's just more of them. Once they have been
defeated, one of the eight wizards will appear.

The first part is now complete.

Jump into the crystals to be wa
to any one of  the 8 mini  stages
shown on the page.

similar to the
Ar my level  so
check where you
actual ly SIM
BELOW: The ice i
nstage is easi ly
the toughest,  so
reed the gui de
to help.

Posi tion the baits as siL t o  activate
the switch.  See the text for  explanati

machi ne
determines how,

hi gh you can
Jump on this

level. Set  it to 1
G for  this higher

possible Jump

-

I SSOI
a s

couple of
taxing
puzzles.

Once r t .  you'll e  saying that
Bloodr h a s  prepared y o u  in 8
different worlds. At this poi g a m e  and
jump into the crystal. You'll a n y
one of the 8 worlds Bloodr
tend to appear in any order, o u t  •  t i l e
starting screenshot on the o r e  you attempt
the level. The order that it is explained in is not
necessarily the order you'll encounter when you
play the game. However, there is only one way to
go, so there's no danger of you wandering off in the
wrong direction.
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This isthe  start of the Army levet I f
you see this after you have warped,

r
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C O W B O Y / C O W  L E V E L
e first thing you see in this level is a cow. To stop

the fire columns in Rooms 13
and 14, you have to hit the
switches on the far walls.
Then you can move the

barrels to the door to explode
them. Once you have killed
the cowboys, the next fire

room has a barrel hidden in
the centre behind a statue.

Move this by the door. Room
16 contains the boss. To

defeat a, you need to keep
mg its head (which is the

biggest ball).

it's all a bit
dark and

sinister In
this mini-

live!.

—
n/e-reiellod

action in this
sub-stage.

Me  cowboy level
(above) is really easy, but

the space level (below)
Is tougher.

!.

. • • • = 1 1 = 1 0 - •

A R M Y  LEVEL
The first real place of note is the mini boss in Room

24. This is very easy to kill - all you have to do is
attack the large square head. It doesn't even have
any real attack moves' After that, go into the next
room and kill the 4 soldiers to get the final wizard.

When you get back to the crystal, save the game and
use the fountain before talking to any of the wizards.
You'll then be informed that they are going to send
you to the next level, and they will turn the crystal

transparent. Now jump into it and you'll end up at 25.
Go through and you'll find Bloodroke. The best ploy

here is to hit him while he has the spikes floating
round him. Move away when rocks appear. If he

goes into the air, select Judgement and use that until
he comes back down again. Once he's defeated, go

down the stairs that appear in front of one of the
statues, and move on up to level 6.

DARK LEVEL
The first puzzle is in Room 21, where you have to
it the diamonds so they all spin anti-clockwise. Kill
the two shadow men in the next room and then,

iding the laser, hit the switch to open the door in
om 22 I n 23, you have to move the laser to the

, itch in the wall to bring down the chest with the
ves in it. Again, there are 6 shadow men to

d so the door can be opened. Then there are
re, slightly tougher, shadow men to kill to free

the next wizard.

C H I N E S E  L E V E L
This level sees the usual enemiis disappear to be
replaced by nintas. Kill the mil ls to open the door
in Room 8, and then go on to the room with the
chest. You have to knock it off by doing a lump

attack at it from the platforms along the sides of the
walls. Kill another set of enemies, and then kill the
final group of six shunken-throwing baddies to get

the third wizard.

LEVEL
these levels the c a n  be changed to suit the
height of your jumps. Some of the switches are

situated far too high for a normal jump, so set the
gravity machines (see screenshot) to make your

jumps much easier. Hit the machine in Room 9 and
jump to the switch. Room 10 follows the same

procedure, but knock the laser down before you
attempt to hit the switch. The mini boss in Room 11

is fairly easy. You can only damage the middle
diamond. so wait until you can get at it before

attacking. The other boss, in Room 12, is a little
harder. The small jelly blobs cannot be killed, so you
have to wan until the spike ball appears. Hack away
at that, ignoring the other jelly moulds that appear.
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The final level s  not that I l y .  Fr s t a r t  rescue tho
first prisoner a ' o  to Room 1 H  e bog o r w a r d  and then
up. and push the smaller one a i t .  Now push the small one
down towards the switches, left. arfli then right, where it should stip'
over the hole. Go through to rescue the prisoner first, then go on to
Room 2. you have to get the barrel to explode in front of the door.
This may take a couple of attempts. Firstly, push the barrel over the
edge so that it  stops by the second block. Once the wind has died
down hit the barrel and move it by the door. Go to Room 3 wh
there are also two switches. Then go to 4 to get the Hol
and onto 5 and 6 to rescue the prisoners. Then work
way to the room past the teleporter. Put the small ball
the switch, so you can stand on the platform and get
over. Next go to Room 8. Kill the worms and move on
to 9 to get the chest. Use the silver key to open the r
in Room 10, and work your way down Give the man
water and he tells you about a path in the mirror. Now 90
to 10, and walk through the other door. Walk into Room 11,
look at the screenshot to see where the secret passage is thro
the mirror before you embark upon it. In Room 12 there is one
3 soldiers that must be killed in order to break the seal. Get to Roo
13, kill the goblin that the old women is hitting with her frying pan,
then save and stock up at fountain. Go and get the chest, which
contains Max imum life. Room 14 requires you to kill the two mini
worm P r o t i r

Posi tion the two bombs
as shown below,  and put
the laser on the beck of
the platform,  i n the
centre. Ni t  the two
bombs,  then stand on the
platforms and wai t to bst
taken up.

8 2  M M  S E G A

HT: Get the
bal l  to
so that  i t

be pushed
to the

his.

' A
Al l  ful l  of
Useless

This is
Just a

' pr isoner
who tel ls
you about  her
har r owi ng
kidnap,

t-

4  •-

barrel  puz r i f
to the left isn't
too di fficul t.  Ju
make sure you
don't  push the
barrel  too far  on
to the platforms —
you mi ght not be
able to move I t
back again.

e
t
i
$  
p
u
z
z
l
e  
i
s

mple.  Push the
bal l  loft or  r ight so
that I t stops on the
smal l  poles, then push i t
down towar ds the swi tches
to open the door.

Abo-
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A. m i d  guardian. It looks a
bit Ilk l i n g  sumo wrestler. It can

hit a n y w h e r e ,  but as soon as
diamond appears don't hit that or
'II give him his energy back. Kill the
sorcerers in the next room, and

en go on to rescue the princess in
Room 16. The r e a l l y  tough. Move the barrel into the

position shown e e n s h o t s  then move the ball in the way
n. Kill the r i m e r s  again and make your way to
om 18. You can kill the skeletons normally, so select the

IC Turn Undead and fire it at them to destroy them.
ten, in Room 19, you need to move the barrel on the

ms and hit the switches to move it up. Then
own by the door and explode it. Room 20

loads of chests but they are all full of wine. Go
mirror room before you vise Room 21 and look for

another secret door through. Once across, talk to the man in the
mom room and he'll tell you about Huster's weak points. Then
back and kill the goblins so the door opens. Next, kill all the blobs

Room 22 so that the next door opens. To get to the chest in Room
• position one bomb by the left switch, and one by the right. Push

laser straight, and onto the centre/back of the platform. Then hit
h the bombs, and Jump onto the grey platforms so you can taken

up to the chest. Then go to 24, use the fountain, save the game and
ou're ready for Huster. When you go in you'll see Bloodroke give

life to revive the demon, and then he comes alive for you to
ht. Firstly you must destroy the 4 orbs that he has in his hands,

using the platforms to get at them.
Then you need to stand in the
place pictured, and keep jump-
slashing at his head. Although
he'll get you with the Judgement
magic, he won't get you with

ch else. Once done, sit back,
ut for ioy, and be let down by
end sequence. Well Done'

5 3

This is the mi d-
/oval  guardian.  He
isn't that har d for
a fat  bloke, but
don't  hi t the
di amond that
appears other wi se
it wi l l  restore
some of  his

4 1 1 1 1
Z I E L  
T o  
k i
l l  
t
h
e

Hustler, fi r st destroy
the four  orbs in the
second screenshot,
than attack the

t he a d from the
r posi t i on shown

the thi r d screen.
I kon I t's al l  coved

M A W &  Italtloor Is
the mirror: P P M thr ough i t to
get  to the final  par t of  the level.

a -  - .  -  _  _  7 . - - - ,  r
Push the barrel  and the N o w  move the he P u s h  this bal l  on to the P u s h  the bal l  to here, r h •  bal l  now bits the
balls to the posi tions h e r  s o  i t wi l l  stop s w i t c h ,  then put  the e n d  when the barrel  s w i t c h  and the door
Indicated,  b a i l  when I t ! ,  push b a r r e l  on the other  plate.  e x pl ode s  i t wi l l  go up.  D a m n s .

• a
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.
.
.
-
-
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The help in this grikle
comes in three dig.
tinct types, Advice
headed in grert i s
the most general,
non-specific and

should direct you to
solutions without

spoiling gameplay_
Move onto amber-
headed paragraphs

when you want more
concrete gaming tips,

but still giving you
the satisfaction of
working out the
mechanism, Tips

headed in .ed are full
and blatant guides to

solving problem.
Follow them sawing-

ly to get through a
thorny patch b u t

they do give the
game away.
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yst  is one of  those t o t al  Immersio n  g ames t hat  t akes you aw ay f ro m al l
other nocturnal hab it s p lu n g in g  you  in t o  t he alt oget her mo re w hole-
some w o rld  o f  imp eccab ly rendered  g raph ics and t roub lesome puzz les.

It ' s also  a potent ial  let ' s- cal l - u p - MEAN MACHINES- w it h - o u r- p ro b lem g ame. In
an ef f o rt  to  p reven t  t h is and ret u rn  yo u r

ming hours to  somlib le levels h ere is
solution to My

PART I:
MYST ISLAND
You arrive on Myst
Island, the central
world of the adven-
ture and one to which
you will return. The
most important build-
ing on the island is
the library, which
holds essential infor-
mation. Around the rest of the island are gateways to
further worlds, referred to as 'Myst linking books'. That
is what you are aiming to find.

Near the library you will see a loose
leaf of paper. This directs you to a
holographic vault which is accessed
from the dock, facing away from the
ship. There is a mechanism that dis-
plays messages and symbols. You
should enter '08' (the number of switches on the islandi
for a message from Adras, the creator of the books.
Then go around the island and turn switches on.

Myst island is as a bridge to other
itches turn on symbols on the map in
p controls the 'tower rotation' that is
ch the tower symbol and watch a li

late a r e d  on the map. Red signifies the tower
a'- ,  a  fixed point_ Touch the painting with the
nd a passage appears. Follow this and use the Id

upper chamber you will see a ladder next to a
ymbot The view from this shows the location of
ing book. On the opposite side of the chamber ki
-r lad a  correspond' •  a l .

a clue i n t o  the wall.

if ii1Jci Some of the books within
the bookshelf are undam-
aged. Search these out.
They are entertaining, but
only the diagrams will

prove vital. The red and blue books are crucial to the quest. Listen for any message
you can discern from them. 110
The two books contain the trapped spirits of Adras' two sons, Sirius and Achenar.
One of them is responsible for
the destruction of the library.
By bringing the pages found in
the linking ages, you will set
them free Each additional
page gives them a chance to
put their own case more clear.
ly. There are two pages in
each world. You can only carry
one — a second page will dis-
integrate the one you are •
already carrying. You must
make a choice.

ST O NESHI P A G E
doubtedly the most obscure. Using the rotational

hanism, point the tower to the ship. On the
mbar wall are three dates. Note these and travel

the room with the leather chair. Turn off the light
d input the dates on the sliders. When each date is
put, sketch the constellations shown in the win-
w. Take these sketches to the library, and match
m with the constellations in one of the books. The
ee symbols match up to those on pillars that flank

nken ship ornament. Press these three to turn
green. With a shudder, the huge ship at the

raised, allowing access to the Myst linking
n the stern.

IEM



L[A iLH MYST
I if!f#S l,ovv 141 find Ow Iir.kiuuij boolv•

CHANI CAL  AGE
the panel facing the island clock tower at the

of the island. Use the large dial to set the
hand and the small dial to control hours.

the clock to 2.40 and press the red button.
inside, the three cog mechanism must read

, T h e  levers control cog 1 and 2 or cog 2 and 3.
I by holding the lever, the secondary cog on each
er will advance_

•many.
en; with it.

e code is
, the large

the far end of
e island will move,
ealing the Myst

book.
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ELENIT IC AG E
to the generator room at the end of
subterranean passage Set the power

with this combination of but-
5,6,9,10. If by accident the
eds this level, you will have

the isolator switch on the pylon
g the power line to the rocket

Once set return to the library, and
keyboard diagram on the back

page of the
blue book
on the mid-
dle shelf. Inside the rocket ship, play the notes in orde
on the keyboard and hold the sound in your head.
Recreate the pitch of the sequence on the slider contr
in the nose of the ship. When the sequence is correct,
the Myst linking hook is activated.

A N N E L W
to the little hut in the mid-
of the small forest section

Myst Island. There is a corn-
nation safe which opens to
e code of 7,4,1. Inside is a

Strike one
and take it to
other end of

e pilot and turn
to the right. You

I hear a loud noise peroidt-
Ity. When this ceases, turn

the valve fully the other way,
leave the hut quickly. Turn to
your left and head towards the
terrace around the tree at the
rear of the hut. You will see a
descending hole in the tree trunk,
below ground level to the waiting

GE

"EMI

dr

a s a ! f f t ,
S i  
d  
b
e

ki k .

MI NA S E G A  5 5
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The main task is to reach the two smaller islands and find their codes,
which work the machine on the first island. The holographic simulator is the
key to the.

All of  the frightening and intriguing ornaments in both rooms are of no con-
sequence. The key to the mystery lies in the underground room midway
along the corridor. There are also hidden rooms beside both of the
'thrones'.

• • • • • • • • • •
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4 decorated chambers belong to Achenar and Sirius Beside the
in each room is a secret panel_ Touch this to reveal a hidden room

a blue page in Achenar's dungeon and a red page in a chest in
easure room. I n the long metal corridor there is a switch that
a l i f t .  Use the lever here to rotate the symbol to the

el on Hot() raphic  Rotational Simulator.
L M -

•

ada

a r

This macabr e mechani sm resides in Achenar 's chamber.

AM R_  A M &

The most important contraptions are t he three-way pumping mechanism and the
telescope.

4b6
In the upper part of the lighthouse, there is a mechanism which powers all electrical
items on the island. The key to this upper chamber is located within the lighthouse.
Tl'e three buttons on the ietty drain water f rom three separate areas.

4116The
into the ship; the middle drains
button drains the water from the t h o u s . _ se the right button ,  go down the spiral stairs in the t h
the chest. There is a tiny lever on the left side. Turn this to drain the chest, then back again to seal the valve.

g station and drain the tunnels. Return to the lighthouse and the chest will be floating within reach of the key.
the key that gives you access to the upper chamber of the lighthouse.

• there is a hand-operated dynamo Turn this repeatedly to p
e rock. Go to the end of both passages, and find the luxurious
in the bottom drawer of Sirius chest, and one simply lying on

'Pan it round until the lighthouse is in the centre of vision. Take
the stairs. Press this to enter a secret underwater passage between

h, press the button that corresponds to the compass reading of the
and enter a lit chamber below. Built into the desk ahead of you is the Myst linking

f rom
tunnels into the

ery (the level h shown on the small bar). This Mumma
s of Sirius, and the loathsome pit this is Achenar's. You wi
r's bed. Choose. Return to the surface and ascend the pat
ing and return to the tunnels_ You may notice a panel alo
o tunnels. In the centre is dial surrounded by buttons. Taki

°use. Now r s u r f a c e .  Drain the s
book!

• .  -

SOLVING THE STONESHIP AGE
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NEXT  M O N T H
The final world of Myst to be solved and the gripping denouement of which book to complete. Join us then.
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M p L O G R V I M I C Z A T I O N A L  SI M UL AT O R
The device in :,.riutt• ruL y O U  to practice with the il•Iechanism that rotates the fortress. Thc
left lever changes the gearing of the mechanism — making it easier to turn (but harder to stop), the
right lever applies power, increasing the speed of the rotation. The mechanism 'settles' into one of
the four main compass positions after each rotation. It's important to memorise the different sound
effect for each compass position. These denote the direction the fortress is now facing.

Go to the lift mechanism and step in. Press the upward arrow. You arrive at an empty floor. Now push
the middle rectangular button. While the alarm sounds, step Out of the lift. It will now descend,
revealing the real rotational mechanism on top. The compass positions are coded as; South—cow
bell: East—whoosh; North—ping; West—trill. You wish to negotiate the fortress to East and North.
Leave the fortress and find two symbols etched into cogs on the two islands. Rotate the fortress back
to the south posit ion and input these on the machine to reveal the linking book. Remember to take a
page with you.

You must use hydraulic po,Ner to reach the upper platforms in lifts, with the junction
boxes playing a part

ivate t
ock on the

nction and all

ulic network by walking to the wind k y  outcrop. There is a
Turn this and return to the network of & W o r m s .  Examine each
ow switches to take the power to the single lilt .  Take this to the first fi

On the first level, walk forward,
take the right fork, forward, right in
the hut, forward, forward, forward,
right, forward, left and forward. You
should be near a gate and lift. Turn
around and go forward, take the right fork, then t a k  r i g h t  fork f rom
the other side lit 's deliberately difficult to go this way). Carry i l  you come to
a circular platform with a single entrance, and a switch. Pull d  return to the
lift and gate. The gate is now open. Go down the stairs and t h e  first
hydraulic junction. Change the fl ow to the direction of the s a n d
ascend. You can now use the lift to go to the second level of  A h e a d  ot
you is Achenar's quarters. A page is strewn on the floor. Ignore •  r a
mumbo jumbo. Beyond the lift you'll find Sirius' tidy hut. His red i s  int
drawer of the writ ing table under the window. Return to the ground level and re-
route the fl ow to the furthest wooden platforms. There is a lever at the end which
reveals a bridge. Cross thus and reach the lift. Along the other platform is a screw
connector that links the two pipes. Turn this then retrace your st - r o u t e  the
fl ow once again to reach the far lift across the newly connected e t u r n  to

is lift via the bridge and use it to reach the Myst linking b
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There is not one level of tree platforms,
but two. The Myst linking book is easier
to find than the pages. The key to explor-
ing further is the lift near the wooden
staircase_

SOL'i THE MOOD AGE
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is the
version of
Vi r tue Fi g
2 was
l aunched in

Japan at the  tai l  end of l ast
year. ME AN MACHI NES  was
pr esent to obser ve the
occasion.  Huge  cr owds
gather ed ar ound the
projection moni tor s
watch V I
-
2  
b e i n
g  
p l a
y e d
.

Makeshi f t  poster s wer e put
on the  wal l  wher e pl ayer s
r ecor ded any new moves
they di scover ed.  At  the
same time.  VF mani a bi t
fever  pi tch wi th the  l aunch
of the fi r st  game on the
newl y l aunched Sega
Satur n.  I t  was the game that
sold over  a mi l l i on Sa t ur n'
In Japan alone.
What was thought impossible one
year ago is a reality today: Virtue
Fig liter 2 on Saturn is almost
arcade-perfect, The game runs
twice as smoothly as its
predecessor, has three times the
amount  of moves, two more
characters and it's fully texture-
mapped, boasting an
unprecedented level of  detail
Even the intricate backdrops are
fairly represented in the sequel.
Oh and there's hardly anv
flickering or glitches whatsoever.
Ntimerous options have been
added to the basic arcade
conversion, Flanking Mode
evaluates and budges your
Pe n c e  end Expert Mode
leer m  its mistakes and
actu u s e s  your best
tech a g a i n s t  you. Best of
alt, how' ever, is Team Battle
%vhere you choose five char
and square them off against an
wiponent 's  grouping,
One of the more exciting new
selectables allows you to choose
between the normal conversion
and a translation of the Japan,.
only mini-sequel Virtue Fighter
2.1.
It really seems as though AM2
have thought of everything._

JACKY BRYANT
Still on the trail of the sinister J6 Syndicate
and his brainwashed sister Sarah. Jacky
omes to the second tournament even more

powerhil than he was before. As he likes to
remind his defeated opponents. he is indeed
faster than lightning, making him difficult to
trap. His moves are far more diverse and
attack on mult iple levels, making them
extremely challenging to guard against
effectively. Although winning with Jacky is

a far more predictable exercise than
with the other lighters, there's no

denying his sheer power.

f 49,99

BEAT 'EN UP

DECEMBER

V t )
r
-
)e

V
A
I
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, WAV)
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CONTROL
JOTPAD
GAME

DIFFICULTY
TOUGH

CONTINUES
INFINITE

Skill LEVELS
4

RESPONSIVENESS
EXCELLENT

Conversion of
the classic
AM2 arcade
machine

Beat the crap
out of eleven
different
fighters



SARAH BRYANT
Sarah is still under the mental control of the evil

J6 (so calied because the original
brief for VF called for six bosses,
but they never

came about
For the sequel,

Sarah has
concentrated on
refining her speed

and her more
vicious attacks,
making her even
more lethal than
ever before_ The
other characters probabl
y h a v e  
m o r e
of a chance against her now, but play
against an experienced Sarah player

and many is the time that you'll hear her classic insult
as you he bleeding at her feet: "Better run home to
mamma now'"

WO L F  H A W K R E L D
Like Jeffry McWild, Wolf is extremely large. Far
larger than he was in the first Virtua Fighter
game and as you might imagine, he's even
more powerful. Unlike the VF2's predecessor,
here Jeffry actually has the advantage over
W O  in terms of speed and both remain
equally lazy in getting off the floor after they
have been decked. Again, like Jeffry, learning
to defend against opponents' combos before
unleashing a man-size portion of throw-derived
punishment is the order of the day.

JEFFRY
M c W I L D
Jeffry was
always one of
the more unlikely
characters in
Virtue Fighter. Ail
Australian
fisherman
attempting to
buy a new boat. Jeffry has somehow

learned the ancient Roman fighting
art of Pancratium. Er, right.

Despite the failings in the
scenario &de of things, there

are no arguments
concerning his raw power.

r o  Mostly relying on throws,
s
y 
J
e
f
f
r
y  
h
a
s 
s
o
m
e 
o
f  
t
h
e

most damaging moves in the
• g a m e  and the enhanced speed

of Virtue Fighter 2 only aids his
cause. His triple-headbutt

technique is one of his most
amusing new moves.

••• • • •  •• • 0 .
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LION RAF AL E
One of the new boys in Virtue Fighter 2, Lion is
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Very small and very nimble. he's a tough
opponent to beat. His stance makes it difficult
to tell if  he's standing or crouching (this makes

• t h r o w i n g  him very difficult) and his sheer speed
allows him to evade even the
most powerful techniques

w i t h ease.Lion's rangeo f
unique throws (including the classic move where
he jumps onto his opponent's back and attacks
their throat) are most
impressive.

AKIRA, YUKI
The master of short-range
combat, Akira has
supplemented his
powerful moves f rom VFI
with a series of throws
and stealthy back-attacks
designed to throw his foes
off-balance before he

u n l e a s h e s a mass ive
energy draining power-combo. Akira's defence
is second to none, as he's armed
with a series of exceptional
counter-attacks - watching him
brush aside an incoming punch
and retaliate instantaneously with
a fist to the underside of the
chin is a classic VF2
moment.

KAG E- M ARU
Although flushed with victory at having totally
defeated Akira in the first Virtua Fighter
tournament. Kage was still beaten to the
championship. For the second competit ion he
has learned an even greater range of
manoeuvres. Labeled as the fighter with a
move for every occasion
in the first

g a m e . Kage
fans should be pleased to hear that
he is even more versatile in the
sequel, with over 70 different
techniques to his name. Mastering
him is difficult, but  he is ranked as
second most powerful behind Akira,
his new rival

PAJ C H A N
Pai was renowned in
Virtue Fighter l  for her
speed, her grace and her
uncanny knack in turning
an opponent 's attack
against them. It's these
traits which have been
built upon in Vidua Fighter

2 , Alt houghmos t o f t he
characters have counter-attack
moves in the sequel. Pai's are
definitely some of the easiest

..aster. Her weakness at
ling with

crouching
opponents has
been overcome
with an
outstanding
cartwheel
manoeuvre which
sees her fly over her
foe's head before attacking
from the rear with a choice of
powerful kick-based combos.

1010

S H U N  D I
This 83-year-old drunken
master enters the Virtue
Fighter tournament for
entertainment value alone,
wishing to pit his alcohol-
derived martial arts skills
against the very best that the
world has to offer.
Characterised by his lurching
attacks and unpredictable
movements, Shun is thus
one of the more dangerous
opponents in the
hands of a VF2
master. His
victory taunts
are some of the
most amusing
of all. Watching
him collapse in
a drunken state
laughing
inanely at his
opponent's
defeat is
quite a sight
to behold.
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I guar antee that  ther e are
goi ng to be a l ot  of  l ong
faces on PlayStat i on owner s
when they see Vi r tua
Fi ghter  2.  The or i gi nal
always pl ayed better  than
anythi ng that  Sony had to
offer ,  but  suffer ed i n the
visual  stakes.  VF2 is even
more pl ayabl e and boasts
supr eme gr aphi cs - super -
smooth.  extr emel y fast -  ther e is nothi ng
to match i t.  The hi gh r esol uti on mode the
game r uns i n makes thi s the fi nest- l ooki ng
317 game ever.  Who woul d have thought
that the  Satur n i whi ch simmed to be
wheez i ng a bi t  oven j ust copyi ng the  fi r st
VFI  woul d be able to pr oduce gr aphi cs thi s
geoid? i n ter ms of  ganseplay.  Vi r tua Fi ghter
2 i s total l y unr i val l ed.  l a c k  char acter  has
between SO and 70  di ffer ent techni ques.
Learning them al l  and di scover i ng how  te
l ink them i nto power ful  combi nati ons
offers months of i ntensi ve,  super -enj oyabl e
gamoplay.  I f  you wer e happy wi th Satur n
rel  t o  date,  pr epar e to reset your
standards.  Vi r tue Fi ghter  2  is possi bl y the
best game ever.

LAU C H A N
It's official. Lau Chan is the
champion of the first Virtue
Fighter tournament, having
defeated all-comers with his
super-vicious brand of Ensei-
Ken martial arts, Although
the amount of new moves
he's learned since the first
game is a little on the lean

side, he remains the king of the combination
strike and in this respect, the extra speed on VF2

makes him even more
dangerous • particularly in
the held of ring-outs. Still an
interesting fighter, but this
time the others are ready for
him.

C O M M E N T

C O M M E N T

IL
MARCUS

• More colour. more
polygons, more speed
more texture maps than
anything seen on any home
.•ystem Absolutely unbelievable,

ASsomnii. ultra-
lifelike motions on all
of the characters, running
at a smoothness that must he
seen to be believed

A garagarituan achievement.
VF2 is one of the most awe-
inspiring videogrames ever. A
new era of Saturn gaming st
here

A choice of the
excellent arcade
music or some equally
decent remixed tunes courtesy of
the Sega Digital Studio

Just about
everything from the
arcade machine including
each character s amusing victory
taunts.

Rampantly playable

1 i n the arcades • and

the Saturn conversion
crams in lust about every move
and technique Truly a toy to play
.

The huge amount of
options, coupled with
hundreds of different
moves makes this a game that
lasts months - if not years.

MNI  SEG A  8 1
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suffer  fr om a common pr obl em — wheel s are no l onger  faskior iable I n r aci ng
games.  Car  fashi ons come and go.  and the accepted automobi l e norms,  nay,  l uxu-
r i e• of  yester year  — l ike t i nted wi ndscr een str i ps and headl i ght  wi per s — pr o-
voke sni gger s today.

And so i t is wi th nest gener ati on machi nes.  Wheel s are offici al l y uncool ,  wher eas hover -
thi ngi es ar e most defi ni tel y 'i n'.  The fact that  no
one has ever  managed to get a hover -thi ngy to
wor k pr oper l y i n the real  wor l d — apar t fr om that
sad Magal ei t tr ai n In Bi r mi ngham.  Unfor tunatel y
I t goes about  thr oe mi les an hour  and manatee al l
the passenger s wi th i ts str ong magnet i c  fiel ds.
Unl i ke the sin sexy speeder s found i n Bul l fr og's
Hi -Octane a ver i tabl e (must be sai d) wheel -l ess
wonder .  Not  content  wi th conver t i ng the i ncr edi -
bly speedy gr aphi cs of  tho PC as they appear  en
a hi gh-end machi ne.  Bul l fr og's r esi dent her o
Andy Beal e (he di d Theme Park on hl egadr i ve)
has added mor e courses,  a death-r ace and an
i ntr i gui ng hot-seat  opti on that  involves passi ng
sweaty j oysti cks between ei ght  peopl e.  I f  Hi .
Octane i sn't  set to for m i nti mate fr i endshi ps
between gamespl ayer s,  then nothi ng is.

11,

Speak clearly
i nto the
microphone,

DRIVE- THRU
Sorry Claire. (She hates the ubigutuous headline 'I'll get
Drive-thru). But you DO get Drive-thru with Hi-Octane.
All the re-fuelling, re-arming and re-shielding is achieved
by driving close to
the designated
points, which are
well flagged by
Signs. The longer
you linger, the more

%."

ANCI ENT
MI NE
TOWN
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This Saturn
version of Hi-
Octane is an
enhanced ver-
sion of the
summer s PC
CO-ROM hit

U M W  )

AMAZO N
DELTA
TURNPIKE
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DEATH
MATCH
ARENA

KILLING FRENZY
RACING FEVER
Two supplementary modes in Hi-Octane provide a twist on the
gameplay. hisi  s  Death Battle. This takes place on the infa-
mous iced-shaped eighth hack, where the object is to he the
last tell alive. I  ach cat has a honied amount of lives before

retiring Irons the core
petition. Hot Seat is
designed toe Lep to
eight playeis On one
enypad. be each race.
pkeyer's have 30 sec
mils to hetter thee(
position leelore
ieturnin9 in auto-pilut
Lind passing the ley.
pad ol 'Amal ie.  yet
strangely comimilsive

All

THE ARENA
PROJECT
I lie Hi-Octane Chou epionship incorporates mole
ketge tracks, accessed in StNitiel ICC_ No rpialetica
lion is ietuelied it/ meet the succee-ding races, with
points awaitkul too ptlsItIouiuntI. The tracks have
pits, bridges cross-ove4s, moiled% exagefiated
contotils and hidden shim I cuts. Anothel femme
track ii i ii uIiing, whew the II ack altars shape thsr•

lite lace to counter 'foul ihturts. Beilds well
beceeme tighter, gaps widen i t uni t  not lam

M M  S E G A  6 3
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DOUBLE DECKER
As the network mode , a PC Fli•Ociane isn't possible
Bullfrog have created the next best thing, a split-screen
mode that retains all the speed and most of the detail of
the main game,

t:lami
4;

Two vampires ba l k i ng up a race compl etel y

•

wi n

A .1 -
4
.
1r

I d  4

o r .
te'Nem._

L7f011i r1—••

S .

This is of f
the beaten
track, but
you can
fi nd all
sorts of
goodi es in
nooks and
crannies.

8 4  M M  S E G

Boy rcaers l i ke mysel f l i ke
to dr eam about the  ki nd of
vehicles that  HI -Octane has
In abundaece.  The most
impressive per for mer
a
d
V
g
i
s  
t he  
S
a t
u r
n  
i
t
s
e
l
f
.  
b
v

shi fts those backgr ountl e at
an awesome rate.  At  the
begi nni ng.  Hi -Octane l ooks f r
1
4 R

a l i tt l e muddy and sol emn.
but  once you appr eci ate
some of  the excel l ent tr ack-bui l di ng.  you'l l
real ly get i nto the ga m e s  str ide.  Of al l  the
racers avai lable,  thi s has the gr eatest
l ongevi ty — matchi ng Vi r tue Raci ng in
scope,  whi l st  bei ng visual l y dynami c and
basical ly 'cool ' — a qual i ty that  el udes
Daytona wad even Sega Ral ly.  The sexi est
satur n game so far.

l iell ikso Bul l fr og on-si de
t j kag gen Moine h a new cow
,sole Is •  very good thi ng.
Qual i ty,  i ngenui ty and
playabi l i ty have become
almost r outi ne expectati ons
from thei r  games.  Ni -Octane
is an excepti onal l y cool  rac-

ing game,  and whi l e i t does- G U Sn't have the same visual
appeal  of  the for thcomi ng
Saga Ral ly,  i t  offer s gamepl ay elf a radical ly
di ffer ent sor t.  Somethi ng l i ke Ploggnosis'

I Wi peout,  whi ch has been the ease bi g tr i -
umph for  the 'ether  path'.  Even mor e
impressive is the  fact that  Bul l fr og have
cr eated Penti um PC per for mance on the
3 0 0  qui d Satur n.  Hi -Octane demonstr ates
best j ust how capabl e the Satur n is.  The
o n e
-
p l a
y e r  
m
o
d
e  
i
s  
s
t
r
o
n
g
,  
a
n
d  
b
o
l
s
t
e
r
e
d

by some clever  var iations,  opt i ons and l ea.
l ur es — l ike the race br eakdowns and Hot
Seat.  HI -Octone is a ser i ous isentender  for
your  money.

fieutiwing powers up to take a huge
leap on Arctic Land.

lim• alman n h e

M oody . M e ta l l iC ,
hosille, cool images ol
a futuristic racing
Armageddon
'Not so good close-up

Excellent speed and
update create a con-
vincing 3-0 Player move-
ment is superb

The Niche° slois in
with the action pump-
ingly
.Only ituee bads.

themlersonse explo-
sion Jowl ace whoosh' of
heostets

The controls ate wety
,w e t  balanced. the Nitlibg

excelkitt. the killing attisfy-
lorti
Vitacmie is SOMetitnel e but
body

friqi copious
M ie ns ensutes mote
ktogestay than any other
!lacer

Nigh-powered, hulk-drama, Hi.
Octane Highly tecommeallot
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You'll also find £5 off PC CD-ROM
software vouchers in the December

issues of NMS, CVO, Playstation Plus,
PC Review, Maximum and Sega Saturn Magazine.

The more magazines you buy, the more discounts you can get!

YOU'D BE SILLY
PLUS GREAT DEALS ON SATURN AND PLAYSTATION SOFTWARE AT JOHN MENZIES COMPUTER DEPARTMENTS

What  do you get  when you
adver t ise in Mean Machines Segal

MORE readers than any other Sega magazine
MORE in depth games coverage

MORE buyers and influences
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if  you w a n t  MORE c a ll

Chr is  Pe r e r a  o r
Liza H a wk e s

0171 972 6 7 0 0

I I
? s
,
r 1
„ 1
1 /
1 1
.
1
. o
,

,
A
A
C
H
I
N
E
S

'• -•

WHY BUY?
ONLY

E3.50
FOR EACH EXCHANGE
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HACKS/TIPS/CHEATS/CODES
WIN AT CONSOLE GAMES
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CONSOLE HELPLINE
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MR1-316401 __SONIC 3, FULL SOLLITU Xs & CHEATS & TIPS
01001-316402_...-BA1'IMAN FOREVER
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11/01-316-101, „ D E N  OLDIES, GAMES OVER 6 MONTHS OLD
0691-316405 I I  & I HINTS, re's, CHEATS
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OIN1-3111410 --CANNON FODDER ALL THE HVOLR CODES
OINI-311141I.__PEAYSTAI1ON L I 'EATS, TIPS, HINTS
MOH -316413 __ _MORIN_ KOMRAT III. CODES, CHEATS, TIPS & MOVES
WWI-1164 15 --MORTAL Kl)MBAT 11, CODES, CHEATS, TIPS & MOVES
01001-316416._ ,PlAYSTAI1ON CLIFFS, CHEATS, Ill's

NO MUSIC, WAFFLE & TIME WASTING, JUST STRAIGHT TO THE HELP.
PLEASE HAVE PEN & PAPER READY FOR INFO.
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HOME GROWN PRODUCTIONS LTD, PO BOX 193, HAYES, MIDDX.
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Erm, someone
did a big snot
shot one day
and they
thought they'd
make a game
out of it'?

Get to the
laboratimias,
and change
back into
human farm

les as they serve
h the same effect a5 the toxic waste
drains from previous /ova

for  th
11111EIr 1 1 W  t  I  n W r

Drips. No not  Sega Power, but  these jets
that spi t out dr ips of  gunk that do you harm
i f you somehow manage to got • a y .  ,
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mater ial i ze on the bl egadr i ve,  you coul d pr obabl y count
them on one hand.  The most r ecent was the bizarre
Booger man.  and thi s l atest game to wobbl e and sl ur p out
of the sl i my mucus pi ts of  Sega,  is t i t l ed The Ooze.

Taking i t s  central  char acter  fr om the classical ly cr ap SO's III
movi e The Blob,  i t  featur es al l  the  bl obby movements you may
expect fr om a game based on a pool  of  s not  i ncl udi ng
r ippl ing,    o f  sl ime and other  var i ous pus r el ated
obj ects usual l y r estr i cted for  unwashed crevices of  Ed Lomas.
You control an ex-human being, who, in his bizarre experiments has
somehow managed to transform himself into a runny nose look alike. As a
result all his friends in white coats disowned him and now wouldn't even see fit
to use him on their hankies. So he has to brave the elements and work his way
to the laboratory to change back into his old self, Sounds a bit like my old
chemistry teacher if you ask me. The game situations are the sort of places
you may expect to find a festering pool of bogeys, varying from Waste Plants
to Toxic levels, and the innards of noses to the bowels of belly buttons (the
last part is a lie). The game was developed by Sega's Technical Institute, and
was due to be released a couple of months back, but someone decided that it
should be scrapped, and then someone else decided to put it back in production,
hence the delay. The main reason for it's reinstaten)ent was down to the reduced
price that the producers offered Sega, providing too big an incentive to turn down.

gwo4) (•4)

- b •

OOZE
CLEVER BOY
Ooze can gob his spit as a weapon, which is good for long
distance attacks, but the catch is that it causes a bit of your
slime to disappear with every phlegm. The other move in his
limited arsenal is a stretchy attack, which enables you to cling
on to objects and pull yourself across, or pull a bonus towards
you. The latter is especially useful if an enemy is lurking round
a corner, as you can send your slimy protruding thing, to give
them a good spanking. Ooer missusl

" )  (04) (4
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These swi tches wi l l
have been tr iggered.
they only stay s

n e •  y
rm3d however,
a few s

These p o l e s
thati d
cl ing i t h
your  s a t t a c k .
to pul l  e l f  past
holes, drains and
imiwidies to prevent
damage occurr ing.

I V I E G A D R I V E  R E V I E W

Kill  the l i nk  fhttly wabb
JIME1111•161kw

Iti: 4RNING•• t t l *a BOG ENTRAILS
0  Scattered throughout each of the levels there are traps that once

trodden on, will drain away all of your life unless you move your
piddly little butts away from the 'trouble zone as it were. But, if you
get kicks from sliding down drains and melting away into toxic waste
pits, then you can die all you like as far as we're concerned.
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To say the standard ooze is a bit slow is
a slight understatement, so thankfully
there are numerous 'enhancements'
available to collect. These come in the
form of small Orbs that inhabit all of the
levels. Some of them are tantalisingly
situated next to dangerous obstacles,
that if you so much as go a millimetre
out of line you'll be sucked away into
the poo filled sewers of the Mirth

This acts as a restart point....ifmi
conti nue from the poi nt

, col l ected when
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is gives you a l imited amount
t doubl e speed.  The colours
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As you only control the •
head, the area of gloop
acts as a sheep and
follows you around.
Although you can shoot
out parts of the slime as
an attack, the rest is
uncontrollable so the head
is the your main control
point. The aforementioned

bonoe is where you spit \
i n „
from and the area that will
lead to automatic death if it
is hit. The gunk itself will disappear with hits, but until
your head gets attacked, you'll stay alive. Most enemies
don't go for your loaf until your ooze is down to a
minimum, but some possess lasers that cut straight
through, and can kill instantly.

The slime sludges
nd, and tills the
ices quite
isticalty
.ut everything else is rubbish.
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j oin us here, as we watch i n
fascination the sl imy pool  of
snot,  at tempt to l ook in

'v r

r m  real ly i nto Ooze, and i t 's
sedate pace doesn't  bother
m e a s  m u c k  a s  t h e  s pr i ght l y
Steve.  Or iginal ly.  us Br i t
Megadr i ve owner s wer e to
moss out  o n  thi s ,  b u t  l uc k i l y
we now have the game and
an estrensely r easonabl e
pr ice.  Gamepl ay-wi se.  thi s
is mor e or i gi nal  than most
of the ful l -pi r ce pl atfor m
fare goi ng about,  and has the advantage • l
bei ng r ather  vast.  The real  attr acti on
comes fr om the str ange sensati on of
contr ol l i ng an amor phous l ump r ather  than
'a si ngl e character .  The ga m e s  hazards tune
thi s to good effect.  w i th l asses sl i ci ng
bi ts off you,  dr ai ns sucki ng you up.  and fan
bl a de s  nobbl i ng a w a y  a t  y o u r  e dge s .  I t ' s
gr e a t  f u n  gr ue s om e l y  a bs or b i ng  t h e  l e f t -
ov e r  s pl a t  of  y our  foe s  t o  m a k e  y ou
stronger .  Gr aphi cs coul d be better ,  sound
Is We a k  but  thi s is one of  the str onger
Megadr i ve ti tl es of ' I S M

Us

C O M M E N T
initial ly,  the  fi r st
i mpr essi ons are that  i t 's
dul l ,  s l ow and boor r r i nnng.
The game doesn't  real ly
kick off  at any gr eat pace
but havi ng sai d that.  i t  does
get better .  The gr aphi cs are
atmospher i c,  but  not  over l y
impressive,  and lack real
sparkle.  The tunes are
pr etty good however  and

lika an oozy tune shoul d sound.  I f
t h e r e  a r e  a n y  i m p a t i e n t  g a r n e r s  o u t  t h e r e
who have the  attent i on span of  a Gol dfi sh
and are consi der i ng this,  be war ned: i t
takes ti me to real ly get i nto i t.  Mor e  ti me
than yew may usual l y expect.  nse are l ets
of levels to explore,  and a novel  i dea is
that you don't  have to take the same r oute
ever y  t i m e ,  a s  s om e  s t a ge s  ha v e  m ul t i p l e
pa t hs  f or  y ou  t o  ta k e .  B ut ,  l ook i ng  a t  t h e
w hol e  t h i n g  i t s  a  g o o d  b u y  t or  t h e  pr i c e ,
bu t  m a y  n o t  a ppe a l  t o  e v e r y one .

Is a conti nuati ol f  •  C .  netic
u can see the graphics are real ly

d: I  mean l ook at the qual i ty
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'catty rimy, but
the real imagination

that could have made the
difference.

Only two or throe
decent cries and

gh blobby, slimy
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im/minim game, but has
fallen flat on a few important
areas Still good for the price.

O V E R A L L

The tunes are
risingly good, and

ance the game a lot,
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's a bit too slow.
the action doesn't
ly pick up quick
ugh to keep ihe player

ained
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• a r o u n d . .

But have you got the oationas?

a

#•4
)



KEYBOARDING
FOR JUSTC

7
9
•
9
9

Go on live dangerously
Jump on a Casio board and start

making y o u r  o w n  mus ic .  W i t h
the CTK-50,  for less than 80 notes
you g e t  a  f u l l  s iz e board  w i t h
49 keys - count them

Wit h 100 built -in sounds f rom
Pbno to Synth-Bass and 100 different
backing rhythms including Techno.
Funk and Rock you might surprise
yourself and take the fi rst steps t o

•  t h a t  hundred grand recording deal.
If not, no matter, your guaranteed a

load of  fun just trying.
Why  listen to great music when

you can make it  yourself with Casio,
the key to a great board,
kealat. from E A .... M I A:cod moo mono Or you cao
orb  l o o h o w  104411 Conti Ordors O , i  vo
doboorid to oat, POP* by Wing Moro Drum on COCO SOI CASIO*

SEE US AT THE LONDON MUSIC SHOW,
WEMBLEY EXHIBITION & CONFERENCE
CENTRE, 1,23 DECEMBER,



I t i e  going to go like Take Your P i a

dom e  wont tow months wi th r egar d to
Satur n fi ght i ng games.  The hosts wi l l
be tel l i ng you to buy Virtual Fighter ,
and your  fami l y wi l l  be ur gi ng you to

pur chase X-1101en. Ever yone el se in the  cr owd
wi l l  be shout i ng 'Guar di an Her oes is the one
for  you' and i n the  cul mi nati on of  al l  the
noise and pani c you'l l  shout  "11 want  Gol den
Axe: The Due l " Si l ence. The box 1 3  of
'ens ups.
Basically the fighting genre MO B
,  q  u p  f o r  
m u
releases this Christmas, with Stem hig name ga
entering the market. Golden Axe is Sega's in hou
attempt, and hey, it certainly doesn't have much t
compete against, does it? Originally an arcade game,
and .he first to use the Titan board, it was a surprise
hit and quite rightly has earned a conversion to home
consoles.The format is familiar: beat up everything in
sight, and produce a few spectacular moves to
accompany it
'There are 10 fighters to choose from and those
familiar with Golden axe will recognise some
chara f r  o r i g i n a l .  Blade, n d .

a a  e v i l  of all ay
.

F L A R E
Speed
Strength
Moves
Special

L49 99IMPORT

BEAT 'EM UP

CONTROL
JOYPAD
GAME

DIFFICULTY
TOUGH

ONTINUES
UNLIMITED

SKILL LEVELS
3

RESPONSIVENESS
SMOOTH

Kick the crap
out of the
characters
from the
Golden Axe
series, in a
quest to thwart
evil

I I  I

7 0  M M  S E G A

AOLa°
triti
r*

The original
Golden Axe
W a s  a

Megadrivo kit
This is a
conversion of
the Arcade
game

)

GILIUS,
COME ON
DOWN

Blade a minger
7 O r  
i s  
G i l i u
s  
t h e  
d o
g s

ly Outs Her e is a Mean Machines
iionative run down, showing speed

strength, range of moves and their
special move quality.

G I L I U S
Speed * *
Strength * * * *
Moves  * * * *
Special * *

Z O M A
Speed *
Strength * * *
Mov e s  * * *
Special * * * *



BY 'ECK
IT'S
MAGIC
The magic•carrying dwarves
from the original have been
included into this game and
still serve a similar purpose.
Give them a kick in the head.
and they drop a couple of
potion vases. Once 5
elements have been
collected. Power Up will
appear on the bottom left.
and by pressing X, V. and Z,
You'll be able to utilise the
special powers_ Each
character has one awesome
move, and it can only be
done when the magic is in
use

0 0 0 1 1 1 0  IMO
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1111 S p e e d  *

Strength * * * * *
Moves  * * *

S p e c i a l * * * *

S L O T

4 •
1
-
:
•
•
•
•
•
•  
•  
•

G R E E N
Speed *
Strength * * * *
Moves  * *
Special * * *

P A N C H O S

M M  S E G A  7 1

Avl
mit

4 -

1 1 1 1
1 1
m
•-- -

rfi M

3etcl  * * * *
resgth * *
ows * * *
edal * * * *

KEEL
Speed * * * *
Strength * * *
Moves  * * * *
Special * * * * *



you 7  I J  1 . v l l  garlic a n t l iI I iô—-  •  4 M M

ry-

7
,
1
E
1
,
W

1 4
2
%
1 1  
M
I
A
I
O
L
I
C
S
L
I
Z
E
I

nom % w o e
Y4
,
1 -
I  
V
i
r
g
i
l
"

!Le, / 1 4
1 1 1 1 1
1
6
-

d • •

t f r . .

C O M M E N T
Aso twinge boom
ibi l i ties of the
di m l i nk-up.  Thi s Is

-qoal i ty boat 'em
It I s the soma code

ode.  The most
aspect is the

ich hove mor e
col our  than

gener at i on
m om

on
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GUS

salons,
of the

* I  the
MIL
a speci al -
II of f

Is Is
by the
•  real  fun

MOW U M
,  W V
.SHENANIGANS
Instead of featuring the standard one scree
don't you he going too far now - playing ale,'
Golden Axe makes use of the scaling abilities of
the &MUM and closes in Virtua Fighter style. If
thy fighters move in for a bit of close combat,
then the game zooms in, making all the
characters a lot clearer and bigger. If you move
aviday in an attempt to gel some respite, then the
gaille pans outwards, making everything urst
that little bit smallet

C O M M E N T

I t s  the  m a r k l I F =
M
i t

you know.  Take o l d
classic fr om the  gol den
I l legadr ive years and
play ar ound wi th i t,  g
some ni ce gr aphi cs a
.Inalie a new game.  Hang

been r evamped,  as has
l i l e i nobi ,  a n d  n o w  G ol de n
aise. The r esul t is a
•e l eur ful  boat  om up to say

least and has some excel lent.
ly O.T.T. special  moves.  The

are wel l  dr aws,  and despi te
•  on close up secti ons.  sti l l
to slap and pul l  hai r  at a good

It seems to l ack the  l ong ter m
say, Vi r tue Fighter .  Ther e aren

Secret char acter s that  we know of.
t he  some is compl eted,  ther e is a

den caper s to br i ng y

4t10
STEVE

M[MVUL
1
W COLOUR

ME BAD
The games appeal extends as
much from the graphics as
much as anything else. Each
stage features bold, well
defined backdrops, relating to
the characters background. For
instance, the dwarf people on
Otitis' stage all have big long
beards or Viking type hats,
even the little kids!

Faltitticalty
colourful sprites and
backdrops Lots of doted
on all of the characters.

The lighters moves
and special attacks
have multiple frames.
which are smoothly linked
together

The tunes fit each
of the stages welt and
the opening tune is very
atmospheric

AL o f  grunts and
groans accompany
moves
vflut they all sound like pigs.

Unleashing a
special move on
your opponent is most
satisfying
vOnaliner mode wont last ask%

Two player mode
has long term appeal
YOnce the special
moves have been mastered,
interest wavers.

Not quite as appealing as
Vinua, but if you found k in
your Christmas stocking, you
wouldn't be disappointed

O V E R A L L



Into the next millennium
w h a t ' s  c o m i n g  y o u r  w a y  i n  t h e  w o r l d

o f  P C  h a r d w a r e ? . . .

O n  C M . .
W O R T H

1 C 7
F
9  
•  
S
W

c o m p l e t e
d i g i t a l  m u s i c

c r e a t i o n
p r o g r a m

W a v e  S E . 3 .

. . . t h e  v i s i o n a r i e s  a n d  t h e  d o o m m t e r s  h a v e  t h e i r  s a y  I n  t h e
n e x t  i s s u e  O f  P O  R e v i e w ,  t h e  b e s t  h o m e  P C  m a g a z i n e .

O n  s a l e  1  5  N o v e m b e r ,
O N  C D :  3 1  p r o g r a m s  i n c l u d i n g  p l a y a b l e  d e m o s  o f  A I V
N e t w o r k * ,  H e x e n ,  W i n g  C o m m a n d e r  I V ,  A l i e n  O d y s s e y ,

M a r y l o n ,  a n d  T h r e a t .  P L U S  A p o l l o  w h e t  r e a l l y
h a p p e n e d  a n  t h e  i l l - f e t e d  m i s s i o n ?  P L U S  f o u r  f a n t a s t i c

u t i l i t y  d e m o s ,  i n c l u d i n g  P i c t u r e  P u b l i s h e r  M . O .

. R I P I P  & los  c p t  2 3 1  I  O P O n .  Nb4akao- lcL i

PC
1
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S i nc e  car tooni st Ji m Davi s dr eamed up a

cer tain or ange cat in 1 9 7 0  his l i fe was
never  the same.  The lasagne-lowing
lazybones we have come to know and l ove
as Gar fi el d now appear s i n over  1 2 0 0

newspaper s ar ound the wor l d.  Gar fiel d tel evi si on
series. T-shi r ts and telephoeses are al r eady a way of  l i te
for  many -  a game was per haps i nevi tabl e.
This plattorivier opens with Garfield and Orhe's evening v iewing
interrupted by an explosion inside their television set Fearing
retribution f rom his owner. John, Garfied endeavours to patch up the
set using most of the remaining bits. Predictably, something goes
horribly wrong - Garfield and Odle are sucked into the television set by
a mysterious force. Garfield is forced to negotiate the electrically
hazardous circuit boards inside the set, as well as battle Odle through
reruns of the fi lm genres still buzzing around inside the set.
As if the novelty of eliciting any movement  at all f rom Garfield wasn't
enough, this game promises cutesy animation, fiendish puzzles and a
satisfyingly violent bonus level. And absolutely no lasagne.

1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
1
P
1

TELEVISION TROUBLE
The game kicks off with a little preamble through Garfield's broken
television set. If jumping on and off  transistors and the like proves
too much tor you at this stage, then it's t ime to jack this in now.• ,

The
this, the first pr.
cemeteries and in
of the t
vampi

er
Runnin
of tombs. rea t h e  safety
• ntrol by escaping the
s and, er, Oche.

Dangl i ng on Odie's I
\
i
z
o
n
g
u
e
„
.

. 0 '
The Castle Slobula boss level a  hapless Garfield
menaced by a vampinsed flying Oche. Remember that one
thing vampires can't stand is sunlight - keep bashing away
at Odie until he is forced to retreat into one of his three
coffins. When he's inside, jump on the lid and open the
blind above, lett ing the sunlight in. Go through the
process three times with all three blinds and you'll be
granted access to the next level.

0 0
,

Escape fr b y  jumping on rising &dor
that tran i i  into empty graves. Trigger the
platforms by r n i n g  which of Odie's dangling
tongues start the mechanisms.

By this stage,  you may
wel l  be wi shi ng that i t
was Garfield you had to

\
4
4
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.
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c
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c
o
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NOVEMBER

E G A O R I  R E V I E W

PLATFORM

CONTROL
.101PAO
GAME

OIFFICULTV
UNOIALLINGING

CONTINUES
3

SKILL LEVELS
2

RESPONSRIENISS
AWKWARD

Platform
adventures with
Americas feline
slob and his
doggie nemesis.

Journey through
the fantasy
levels onside
Gadield's
broken
television set,
but watch out
for Odie

• • • • • 1 1 .:0 0 b .• • • • .• •   •••



less effort was clearly
an the bland backgrounds

C O M M E N T
l i sr fiel d -  har dl y an ani mal
dedi cated to physi cal
pur sui ts of  any ki nd -  was
perhaps not  the obvi ous
choice to star  in an
ener geti c pi et i sm's, .  Sti l l .
at l east he doesn't  seem to
have anythi ng tee
geogr aphi cal l y ambi t i ous to
tackle on each level .  I ndeed,
the deci dedl y uni magi nati ve
desi gn of  much of  thi s game woul d
suggest mor e of a dash fr om one si de of
the screen to the ether ,  r ather  thee  the
meander i ng expl or ati ons I  enj oy he games
of thi s type.  Despi te thi s game's
impressive sine. i t  real ly is r ather  dated by
cur r ent i l lopedr ive standar ds a nd  the
i mposi ti on of  a cur i ousl y i nappr opr i ate
l icense doesn't  hel p.

MARCUS

C O M M E N T
Why? That 's the onl y thi ng I
can real ly say about thi s
sorry pl atfor mer .  Even
though i t does contai n some
nice l i ttl e gr aphi cal
touches.  l i ke hi m bei ng
oaten by the TV i f  only).
and doi ng dances when you
l eave  a i m  s t a n d i n g  s t i l l
(whi ch wi l l  pr obabl y be al l
of the  time),  Gar fiel d is one
of the  wor st  games I  have ever  had the
mi sfor tune to play.  I t  gets too fr ustr ati ng
l ee quickly,  and ther e are not  enough clams
about what  you'r e supposed to be doi ng.
I t's slow,  dul l ,  and not  much goes on at the
best of ti mes.  I n shor t,  i t 's about  as
exci ti ng as a water pr oof anor ak stand at a

hon.  Avoi d at al ltrain spotter s'
costs.

STEVE

M M  S E G A  7 5

CAVE CA
You become a sabre-toothed pussy in this prehistoric
New adversaries here include small thunder clouds
hover above you, waiting to strike you with lightning
The 'Captain Caveman baddies can also knock you f
if they catch up with you. Defend yourself with a care
aimed bone.

The Cave l e v e l  puts you at the mercy of a giant
green Od
.  
s  
w h
i c
h  
i
s  
s t
a m
p i
n g  
u
p  
a
n
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d
o
w
n  
a
b
o
v
e

in c k  you out in the ensuing avalanche.
pushing the falling boulders and

in s k y w a r d s .

FURRY
ORESTRY

he dank rainforest holds many
dangers, not least of which are
the frighteningly animated
Venus Fly Traps. Once stunned,
these beasties become bouncy
enough to propel you up into the tree
branches, where the killer skeletons are
joined by mischievous monkeys out for your
blood. Look out for the vicious yellow birds

as well - * s h a r p  beaks are lethal.

so
t
t
o
,  
w
i
t
h  
t
h
e

venturous level
structures provtOrno bale
incentive to keep playing

Unless you're desperate to
see Garfield on your
Megarinve. you'd be best
advised to look elsewhere foe
your platform fun

a

'Strenuous
can cause

J
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z
y  ' 
J
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u
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iscent of the
ield television series.

Nothing even remotely
mutable beyond the Mies

riouvamanv

9

Weaved by overly
ponies,
crash detection

sluggish character control

O V E R A L L
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A lb s

JOVPAO
GAME

DIET ! C a n
VARIABLE

CONTINUES
NONE

SKILL LEVELS
1

(SPONSIVENESS
G000

The second in
the *virtual
range ol sports
sims from the
people who
brought you
Saturn
Volleyball

Bash a ball
over a net and
wait for your
opponent to
hash it back
etc. Tennis,
really

7 6  M M  S E G A

aining m
ich you access away from the unforgivin
a of the roaring crowd. You're given
ouragement, or a slapped wrist, dependin
how well you play. In one mode, howev
're rather confusing offered "Whet a
accurately returning I

Good
per for m-
ance is
encour -
aged by
increas-
ingly
gushi ng
c om p&
ments.

rve training simply sees you
ils as you can over the net. This it an
ential starting point in order to get the f

the game's technique.

Halt t o
f un hurto
is in
ai mi ng
your
return
shots to
smash
the thi ng
to bits.

a a  highl
noeuvra g a d g e t  which darts around

her end t h e  court, spi I l s  at y

A less
sophist-
i cated
version
of  Tin
Can
Alley.
Wi thout
the smart
gun.

e Can Game training session ho _  r
uracy. You have to knock over the c a n e
other side r t  a  variety of

ifferent sh

tournaments, with only a few freak-out twists thrown into the mix Not  content with

O n

on

A N Y O N E
F O R

you're up to the visual
nfusion, doubles match

good fun. 1 or 2 player
binations can battle each

or or the machine. Even if
r tennis is crap, the

bundles can be q

L
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This is one damn fi ne tenni s
game.  Ani mat i on is qui te
impressive,  w i th the pl ayer s
executi ng the  vast ar ray of
shots avai lable wi th qui te
real istic movements.  And
once the spi ns and l obs
have been master ed you'l l
fi nd that  i t  becomes a l ot
more addi cti ve wi th good
ral l ies becomi ng ever  mor e
fr equent.  Out the stadi um and cr owd
backdr ops are poor,  w i th the  cr owd i n
par ticular  l ooki ng l i ke car dboar d cut  outs.
The sound is al so a bi t dodgy,  but  i f you
concentr ate on the gamepl ay you don't
really noti ce i t.  Havi ng sai d that,  these are
all mi nor  gr ipes,  and the bi ggest pr obl em
comes when you swi tch ends.  Tr yi ng to
play fr om the far  end of  the cour t  is l i ke
catchi ng a fl y wi th chopsti cks.  You'l l  get
aced al most every t i me at fi r st,  and that
pr events thi s fr om scor i ng a hi gher  mark.

VS_

Y O  • C A N N O T
B E  R I O U S

at the improved decor as y
moon into the Birming

enter, the moon's

e surface of the
gh the NEC looks

or PI  RY

H A M P I O N S H I P S

t
e
-
f
a
i
l
e
r
s

_

C O M M E N T

MARCUS

C O M M E N T

STEVE

Flying
leap,
com-
pl ete
wi th

LIUGGR
EAKKHI

noise.

a ha
ng you

performance compared
to your opponent's.
Scanning the stets is a
good way to observe
whether you're getting
into bad habits. Or just

u can choose three different types
court to display your prowess upon. 0
get very publicly humiliated. While all
play very responsively, the grass court
graphics are the hardest on the e
dissolving as they do into green
porridge t w a r i ons _ .E•

The
Russian
ladies'
team
line up
For
armpi t
exam-
ination.

Having endur ed the  dismal
Vi r tual  Vol leybal l ,  the
thought  of another  spor ts
sin' fr om I magi neer 's
'Vi r tual  r a nge  fi l l ed me
wi th nothi ng but  dread.
I needn't  have wor r i ed.
Vi r tual  Open Tennis is a
l i ttle r agged r ound the
edges,  but  featur es some
careful ly constr ucted and
wel l  thought  out  gameplay.  The whol e
affai r  has a tr ul y 'i nter acti ve' feel  that
fools you i nto thi nki ng you real ly ar e in
control  of  your  player.  I n real i ty,  the  game
ensures I t s  not  that  di ffi cul t  to miss an
i ncomi ng bal l  and that  di ves and l eaps are
fai r ly automati c.  What  you'r e l eft wi th ar e
the most exci ti ng aspects of  tenni s
(strategic bal l  pl ay) wi thout  the  bor i ng
techni que.  The onl y real  downer  is the
di ffi cul ty is j udgi ng per specti ve and
di stance when you'r e pl ayi ng at the far  end
of the  cour t.  We di scover ed that  two pl ayer
games are most l i kely to be won by
whoever 's pl ayi ng at the near  end.  That
aside, thi s does the j ob i n some style.

vgackgrounds can
tend to appear wobbly
and disconnected at
times The grass court is
especially uneasy on the eye.

: a

Supermarket
miitaak gives way to
whining heavy metal..
Dreadful

Fluid and varied -
players diving for the
hall are especially
impressive.

Racteiret sounds.
thin volleys mill knee
scrapes are all superb,

, •
4
a
-

a Accessible on
several different levels
of e perbse
' O r  yely dependent on which
side el the court you in playing on

The better you gel,
Us.mere you want to

uncomplicated
tted compelling game

Playable in all the right
places An addictive, if
flawed. sim

1
1
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few activi ti es.  Li tt l e else bar  the
pursui t of  sleep,  l asagna and Odie
occupy the  bi g-boned pussy.  Scal i ng trees,
leaping ravines and sur fi ng water  j ets don' t

fi gur e too heavi ly.
Inc guys at Oega U.S haws
-
I t a c t  s u c h  
p i f f W g  
t h i n g s  
v e t  
i n  
t h
e  
w a
y  
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yet another p Iatfor fuer. P e i
,
t i s ps  
c o r t s c q A t e l f  
t h e  
n e e d  
i d  
e l O r t
l u e  
u l
)

tr,s rother tired Old gertre, Sega ire to. ing the oppcatitnity to make
the Gavle Godr version of Garfield -  C,Jught In The Act thelkingest
game ever setioi ii4i the format A whopping ,  inegS of game. I v
,
"
as mer'll as usual, are bursting the sedins of the redesitmsd
cartricig, S e  e  Sega put tkis extra memory to good ,Js

• plot as O ,sica y  i g g e d  and reetixed versioNpf man i f
elements trot 1 M u  .e ve-sictin G e ni e Iti and hia c
cJillith' Odle z.-e So...Led in to theirmlev 'sten set by Vat v5t2

which pit. V a e n t
-
a n d , r i s t  
e a c h  
o t h e
r  
i n  
a  
l a t
e t y  
O
f  
fi
l m  
g e
r .
r b
s  
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i l
t

buzzinil around the crackling valves and transmitters. Thereon in, i ts
the usual running, jumping and standing still platform far t But can
the adtft.ur ,. ' illiaiiield into the mix make a difference? A:id m c
importai ! ,. Jel lo.ottra 4 megs of memory herald a new eta al

Jump on
platiomts
Shoot stud
Collect things
Jump on
platforms.
Simi stuff
Calkict things
Baas on

The wol f s
lbw meg
Some Gear
certralias no
less

KATTOM EAT
Numerous rapscallions and
ne'erdowells come between you
and the television set components
that hover invitingly at the end of
each level. Some of these, like the
coconut-slinging monkey and
swooping vultures, are familiar from
the Megadove version. Others, like
the hugely mutated °doe and your
docile owner John you should
instictively want to nobble anyway,
To defend yourself, collect as many
coconuts from trees as possible -
your armoury is strictly limited.

1
PAWS FOR THOUGHT
Although the scenario structures have been rethought for the
Game Gear, nearly everything else is fundamentally unchanged
from the Megadrive version. I fs claws at dawn as Garfield battles
Odie through caverns underneath a travelling circus, a 1930s'
gangster movie, a dinosaur epic and a dank jungle,

T i t  7 1
r  . . "
1
0

—4C.; • •  A L A I  .
Bigfl e e s  t
ci w i l lr e t l e

u

The game kicks off in
Garfield's faulty TVs

hannel hop carefully.

rabies.
I M o s i s t t i p

• • milmillo o ln e allko llwav•  •  - , • • • • • • 1 1 W i l l r e •



Do yea roe
car t is the

•  S o n i c  2  onUseless at
way, i t s  a
good.  I  age
that  thi s is
than the  M
hut  I  do ti l l

ti me Saga
r iginel  games than

old pl atfor mer s that
s ui ng chur ned up.  The gr aph'

hugly c u t e  and the sl obby
r emi ndi ng me of  cer tai n couch

relatives,  i sn't  real ly the  i nstant
a  game that  many may have hoped.

sly, i t  you are a fan and feel  l i ke
g sever al  hundr ed qui ds wor th

On thi s,  then hey,  buy  i t  by
•r wi se  I  r ecommend you

y for  l a s a g
•  enne •  fr i
t
.

C O M M E N T
at dills

size a u : 1 1
gadr i ve?
of the
Ws  not as
Mar cus

better
ye ver si on.
I
t  
i
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'
s

made some STEVE

T GAME
AI M M I M I L

Cl ockwor k mi
can give you a
nasty prick.

OPT/01113

Although 8 put of 10 cats might prefer to stay
asleep, and Garfield certainly numbers amongst

them, this time round our little fat buddie seems to
be auditioning for The Krypton Factor. Only when his

energy points get very low does he start to pant and adopt the
familiar slouch. In the meantime, be finds numerous ways to get
from one side of the screen to the other...

I
S
t
u
n
n
e
d  
V
e
n
u
s  
F
l
y  
T
r
a
p
s

make handy trampolines for
Jumping onto high branches
in the forest

These prehistoric elevators
are handy for airborne
journeys, but watch out for
preying vultures - it's a long
way down.

GO GO GO CAT!

110 • A
o r a „
.

PC

The sudden appear -
ance of  Gus gave us
qui te a shock too.

5TART 6FOPIE
AMID —

W a l l o w  . d m a l a i m p -
•

Force yourself to suppress
your appetite and jump on
the back of a handy fish for a
stress-free river crossing.

0
$
1
1
1
1
•
E
l
l

It's difficult to knock yourself
out of the game by falling
down canyons. These
helpful butterflies are on
hand to lift you to safety,

-Di ve-bombi ng pen-
guins try to knock
you off  your  h .

C O M M E N T
Mho G a m e l l i r e r sGar fiel d s s i g n i

gher  than i ts bi g b
rive for  a
sons.

looks a
ive. w i t h

it you'd a
a car tr i dge wi th

es much memor y as
anythi ng pr evi ousl y seen
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for mat.  Secondly.  Wm

a baffl i ng choi ce of  star  for  such an
ener geti c platformer .  And the game
is of the  type that  is star t i ng to l ook•

idly t i r ed and uni magi nati ve.  Gam

i n  •  l ot mor e ,  usi ng ga

rena (r evi ewed l ast monthl  pr ove
n be a gr eat deal  r e  i nventive.

hal f

play. even taki ng i nto account the I
expectati ons of  games on thi s syste
the end et  the day though.  Gar fi el d

ry.

OPT)0105

Some of the most
detailed scenarios ever

I
l
i
s
e
e
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o
n 
t
h
e 
s
y
s
t
e
m

VThe characters themselves
deserved Mute attention.

Garfield's lardy
antics are effectively
realised in wobble-vision
VEveryone else seems pretty

VI  had to turn it
down It would have
driven me to kill,

You 'misuse' the
game by activating
Gartield's alarm clock.
V h sounds like sometime
stamping on a Slytopiklent.

1 Strarghdorward

pla iform tare Fun - if
you like ihdt sort of
thing
VIt does all get a but repetitive.._

This offers little
over other competent
platformers
YDon't expect it to accordingly
last any longer.

• Impressive graphics -
unoriginal game Looks hefts/
than it plays, in other words.

3TPR
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CONThul
JOTPAD
GAME

DIFFICutrt
MEDIUM

CONTINUES
PASSWORD

SKILL LEVELS

Crystal
Dynarmics
recreate thou
111111d1 o ff- r oa d

shoot am up
tor the Saturn.

8 0  M I V I  S E G A

Cross five plow
et terrains
destroying the
renegade vehli•
cies and pick-
ing up-a-plenty.

- M , 0 • 1 0 1 1 1 • 0 = 1 • • • • • • • • •

T hey say the ear ly bi r d gets the wor m,

and Cr ystal  Dynami cs obvi ousl y appl y
this pr over b to vi deo game devel opment.
The  l a r ge  A m e r i c a n  fi r m  of  c ode r s  w e r e
fi r s t  o f f  t he  b l oc k s  w i t h  ga m e s  f or  t h e

3 0 0  machi ne,  and now appear  ear ly on the
Satur n thi r d. par ty scene wi th tweaked ver si ons
of thei r  astabl i shod ti tl es.
They would argue that they
have the benefit of previous
CD console development,
making them a 'third-genera-
tion 32-bit developer'. Off
World Interceptor (don't forget
the extreme) is a very 32-bit
title. It positively hums with lex
lured scaling backdrops and
complex sprite manipulation. It's
about as frenetic as moon
buggy games can get, and it has
a cheesy plot centering on space criminals in
heavily-armoured vehicles (from which the
game itself extracts the mickey). But does it, as
Claire might say, 'gel'?

PERPETUAL MOTION
Each planetary mission or 'chase' is a linear
course, with a fixed finishing point. You have to
stay on the go almost constantly to make the strict
time limits, as the other hunter craft and terrain
slow you
significantly.
Despite this,
more skilful
players will
keep an eye
on the radar
to pick the
best possi-
ble route tor
bonuses.

Beavis and Bul l head check
thei r  scores. "This sucks!"

11

TROLLEY
DASH
Few games otter such rich
bounty as Off World. Each
course is lolled with glowing
pick-ups that supplement
your cash, weapons, defence
and special items. These
frequently lie thickly or in
long chains, The planet's
defences will, of course, try
to delay and destroy you,

IPSO estimators pr ove. *
ni tro boosts.

This power s up your . , oh go
on, guess.

Grab a spanner  to lepai r
your  buggy.

1
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Nee bei ng bl essed wi th
slipbt fi nger s on each hand.
• Ini ti al l y found Off Wor l d
I nter ceptor  a bi t  et  a chal -
l enge -  the r e  rosi ly is a l i t .
ti e bi t too much to tackl e l e
get  the most fr om the game,
and the opt i on to fl i c k .
coupl e of fUlletiONS to 'auto-
matic mode*  woul dn' t  have
gone amiss.  Once you've got
to gr i ps wi th thi s ther e is some fun to be
had, however .  Devel opi ng di f fer ent  tacti cs
to out m r e  your  opponent  pr ovi des
one of the game's most appeal i ng features.
The most endur i ng aspect of the  whol e
thi ng,  however ,  i s the tr ul y bizar re El-movie
Intro sequence,  seemi ngl y popul atated by a
wooden bunch of  LA soap oper a rejects.

ARCUS

Ini tial ly Off Wor l d comes
across as over -eager  non-
sense.  Ther e is so much
goi ng on.  the  gamepl ay
seems chaoti c and uncon-
trol lable.  Out once the rol -
l i cking scrol l ing and compile._
cated contr ol s ar e fath-

omed,  ther e is sons*  fun to G U Sbe had.  Chasi ng poi nts is
not as much fun as tackl i ng
the stor y mode and chasi ng speci fic boss-
es, but  ei ther  way the pr ocess of  customi s•
ing vehicles and weapons gives the game
some sor t of focus.  Graphical l y and coni -
cal ly i t  i s held,  even i f the ter r ai ns tend to
hove after  a whi l e.  Par t shooter  pa r t  dr i -
vi ng gaine,  i t  weevils i n nei ther  respect,  but
Off Wor l d is fun al l  dmi same.

A bizzare animal of a game:
Plenty of sound and fury, but
only limited appeal.

DIGITALIS
Incredibly, every available button has a function,
making Off World one of the heaviest duty
games on the old fingers. Finding a comfortable
playing positoori to cover the most important but-
tons is a trial, evt•il with the five function layouts.
These cover:
A: MISSILES
B:ACCELERA
C:MINES
A:NITRO BOOST
V:AIR STRIKE
(SMART BOMB)
Z:TOGGLE VIEW
L :JUMP
R:FIRE LASERS

WHAT THE HECKLER
Off World Interceptor lExtreme) offers a
choice between three game modes.
Arcade is a points game, with freedom to
select the terrain of your choice from var-
ious planets. Battle is a split-screen mode
for dual play, and the Story game is front-
ed by a cheesy sci-fi movie. Added to
this are two 'garners' in silhouette, taking
the pen out of the bad acting and excru
-ciating dialogue,

Time to get tool ed up as the
competi ng players select thei r
weaponr y and missiles.

tirmd•
t s p i n e s

and vibrant effects
vThe backgrounds are
rather barren and repetitive.

.Estillealy fast
scrolls,
vi l e /MOM al move-
meet is confusing to a degree

Great music for
almost all of the plan-
ets Adds am edge to the
game

Exceptionally clear
speech and effects of
a high standard

Boisterous action
with loads going on
vComplex controls sun-
ohm ic  dC1I011

The confusion gives
way to a fair level of
interest

The eameplav stays much the
same the locations alone change.



OUT NOW

RACING

UPGRADE TO COUPE

JOYPAD
GAME

DIFFICULTY
MEDIUM

CONTINUES
NAM SAVE
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ESPONSIVENESS
NEAT
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Time Warner
extravagantly
broaden the
ideals behind
the classic
Sega coin-op.

Drive Five
different cars
across ten
tracks —
ultimately a
Grand Prix
challenge Formull14111111111

ri[miumw
ar r i ves.  N M I  S E MI 'S

•  ar ousod as much cur i osi ty
doubt  as Ti me Wor nor 's

handl i ng of Vi r tua R. cI ng.  I t
mod s t r a n g e  l i cense for  Soi ls

consi dor i ng tho affecti on the
coi n-op commands.  Out wi th thoi r  own
heavy dr i vi ng ga m •  sohodulo,  ther e sow
SWIM m o r e  t e  h.
What Time Warner 'apparently with some Sega
development assistance) have done is expand greatly
on the three-track original. There are three times as
many tracks, and five different cars, as well as a dualplayer
and massive grand prix option that encompasses lust about
all these features in a save-as-you-go epic racing struggle.
The replay option is also something special. The five-minute
cockpit thrill has changed almost beyond recognition,

'mzIM1

ten tracks.
to Big Forest, Bay
ntical to Segals

or*. The Grand Prix and
to seven mcro
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mei
ng '111 cam view. Also, you can
the track, not iust your own!

Cur i ous beast.  Vi r tue
Racing.  On one hand i t 's
pr obabl y the most
sophi sti cated Satur n racer
ar ound -  the 'pr evi ew
gui ded tour s of the  var ious
tr acks ars accompani ed by
a sul tr y nar r ati on whi ch
seems a l ong way fr om Sega M A RRal ly's over -exci ted bur bl es.
On t he  other  hand.  Vi r tue
Racing is ini ti al l y qui te of f -put t i ng s i mpl y
be  i t  l obs so pr i mi ti ve.  Prepare
your sel f for  a tr i p thr ough Legol and -  t r ue
to the ar cade ver si on thi s may be.  but  what
are peopl e who've  never  pl ayed the arcade
version goi ng to thi nk? On the pl us si de.
ther e's a l ot of  game here and your  car
i tsel f handl es l ike a dream.  Never thel ess.
I 'm savi ng my penni es for  Ral ly.

RECO
BREAKE

I'LL GET
THRU

IIR's mai n handi cap la the
stunni ng compet i t i on l i ni ng
up agai nst i t — Daytona and
Sega Ral ly are awesome
devel opments.  But  Ti me
Warner  have been wi se to
create a tr ue consol e game.
not  j ust a mer e arcade
conversion.  Ther e is
incredible depth to V i r tu.
Raci ng that mor e than maims
up for  i ts sl i ghtl y ta t ty  appear ance.  Mos t
of the new cour ses ar e j ust as pl ayabl e as
the or iginals — I  woul d say Metr opol i s  SIWII
Di abl o's Canyon are better . and pl ayi ng
thr ough the Gr and Pr ix opt i on offer s
excel l ent l ong-ter m playabi l i ty.  The two-
pl ayer  mode also wor ks extr emel y wel l .
The handl i ng and r esponse is qui te
di ffer ent to the or iginal  -  i t s  actual l y
easier  to steer .  Thi s may annoy some
pur ists,  but  i n my opi ni on i t  makes i t
bl oody fast and bl oody good fun.  The
benefi t  el  the  si mpl e visuals is excel l ent
speed and update.  Try out  BR yoursel f.  I f
you l ike the feel  of  a si ngl e race t he r e 's
one hel l  of  a game ther e for  you.

r  ,
ilia romp, stylish

lines of Verttia Racing
throughout
vSimplistic polygons next to thi
textures of newer games.

Excellent CD
remixes of the
checkpoint mow. with
lots of new snippets
VNo extended tracks to listen to

New effects, like
snow and sand
samples
lir/kendele engine noises.

, V e r y  easy to steer
• and play. Good
, reaction from the field

of 16 cars
VA different feel to all other VR
gainer

AranIlium on the
loorgevity slakes. with

' Nene courses and
options than any other Saturn
racer
.

Very fast action.
VSome Ricker and
glitching. Clipping is
generally poor

The spirit of the arcade
classic strengthened with the
depth denkinded of a console
game. A good mix.

M M  S E G A  8 3
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here wor e
Viacom,,
si tt i ng i n
thei r
pl ush

offi ces when
someone shouted
"Let 's  make a
giants Out of
Amidst Real
Monster s . " Maybe
•  fl ash of
i nspi r ati on tol d
them that  a thr ee
char acter  game
wher e each has
special  abi l i ti es
woul d br i ng
somethi ng new to
the games wor l d.
Af ter  al l ,  we've
never  SOOn
anythi ng l i ke that
before,  have we?
Anyway,  the
adventur es of
Obl ina.  Kr umm
and I ckes are
r easonabl y 1
- -
successful  and aro net that that bad a cartoon to por t  weer to a
ther e are the di f fer ent  characters,  and
scar ing the cr ap out  of  a few peopl e s ooMM
laff as wel l .  So.  ni ce I ngr edi ents,  but  how does

Just doesn't make the grade,
lads. DettentiOn for  a week.

PAN ISM NUT I NE, 1

l
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. erything-on-screen move in which they
denly decide to pull one of their most

ary faces so everything nearby prompt ly
ks itself and does a runner' You only

ve a few of these moves, but more can be
lected by grabbing the books marked 'W.
te what  bil stands for is beyond us. Lucy
gested mingling, whatever that means

is side of the Watford Gap.

Di ggi ng an escape tunnel  into a
better  game proves fruitless.

The backdrops are dull and
colourless

Each character seems to have
about 2 (tames. if our luck

Eerie tunes are mile effective.
and not too r •  •

Screams sound like mice
squeaks.

Aaaaaaarrurrugginghhhhhhh!!!

n fl

C O M M E N T
1111.

R E L E A S E :  N O V E M B E R
P L A Y E R S .  1
BY :   V I A C O M  NEW MEDIA

O M M 1 0 . 4 1 1 1 1 1 1 1 1 1 1O V E R A L L

••••••••••

M E G -  1 6
P R I C E  • E 5 9 . 9 9
G A M E  T Y P E -  PLATFORM

SPASM'S

AYAI I IJ TV
It all gets frustrating far too
cosi!

lahliTANILLITY
You'll get more life from an
ice cube in an oven.

1 1-11- 1-

;1
1
1
-
3

of
mi nds t h i s ,
Aaar r h Reed Moo
bizarre that  at  ti

fi cul t  not  to l i ke
me wher e you I I

your sel f ar ound var ious
toi l ets to the accompani -
ment  of a Car r y On-styl e
soundtr ack can't  be al l  b
but  sadl y thi s very near l y
The contr ol  pr ocedur es
nei ther  the gr aphi cs or  g
close to matchi ng the i m
behi nd thi s ti tl e.  And Mt
fai r ly amusi ng game.  the
thi ng about  i t  r emai ns i ts

r t
is so

t e a s e s  anal
• y  come
lye i deas
thi s is a
r i di cul ous

et.

• MI • • •  • E l e h  OM I M A M  • -

MARCUS

we

Reel  Monsters audi ti ons
the Viacom offices.  "Don' t
cal l  us. dar l ing. . . "

r
- C O M M E N T

*sable' Why me? Sorry,  but
this IS my onl y reactiom to
r evi ewi ng a game l ike thi s.
The potenti al  for  a good
game is ther e,  but  sadl y
ever ythi ng has al l  fal l en
l ute the depths of Real

stet  wor l d.  The
ics are bl and to say

the  least,  and coul d have
much mor e
I. The characters.  a l tho n n y

wi th thei r  scare 'em thi ngs and l i nk
S, soon become fr ustr at i ng when

you have to have them al l  on one ti ny
pl atfor m to per for m a l ink up.  And why
ar en't ther e any real ly bl ood cur dl i ng
screams? Aaahh! Take i t away!
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ANIP ORITT I  I I R R I M I T O N  P LACT LONDON  N C H  I N N

*Playstation & Saturn Game Rental •
only El 00 per day.

*  Large numbers of new and second
hand games in stock plus imports.
*  Saturn Converters only E24 99
Ring our Tellas Games Hotline

(7 days) tor Mans.
Visions, 728 King Lane

Leeds LS17 70A

Games and consoles Stack Exchange
nuy ,  S e l l .  S w a p  a n d  P art  E x c h a n g e  In

PLAYSTAT1ON *  SATURN *  3130 CI 3 4  *  JAGUAR *  32X *
Mega CD Me ga dr i v e  S N E S  N e o G o o  CD

Visions

TEL/FAX
0113 261 3424

AFTER HOURS
0374 651703

N E W  G E N E R A T I O N  C O N S O L

ring
1 1 ".1 • N E .1 • . • • - i •  I t  I t  I t o . ,  E J.

FLAW AU TM LATEST US h JAE Gum a n  roue us PLAESTATEIN CAE P E A R S  M B  INA SAMS Alla Ai STOOL
P LAV S TATION GAM E S

) LEAGUE PEWEE GOAL LJAPJ
HIGH PERE SOCCER CIAPUS)

RANNAM (JAIE LES)
KOMBAT I  EJAP,ISSI

LEMMINGS 30 (JAP.L6.110t)
JUMPING FEASII OAP.US.U1/)

tH11411 P AM  (UR.ESS)
DOOM ELIK.US]

OASES LOADED EUM.LIS)
WWE We l  STL W S )

METAL JACKET ( M kt/S )
TWISTED METAL ONI,USI

PL AVS TAT ION GAM E S
EIESTRUETION DEWY CUPI,USII

ALIEN TANGO N M
WAIIMAWN (U1J
VIEWPONIT WSJ

OISCINT lilt)
DARK STAINER OAP)

KING OF BOWLING EJAPI
DISCSVOIRO (US)

WIPEOUT (LIE,LIS)
WING COMMANDER I  (US)
I I  G Neer eASEIAOL (LK)

LiO41110 SPECIAL OFFERS
ACE COMBAT ( 'AP I ERE PE

GLINOAN ()AP) L44.11
PINLISOMA OOP) I44LS 1

NIGNTOTOI,NEA ( JN')  ENCBS
SATURN IM P ORTS

VIRTUA FIGHTER I  IJAP)
SEGA RALLY OAP)
VIRTUA COP (lAP)
I I  RACING (lAP)

VIRTUA RACING OKI
HANG ON 111 LIPP]

MOTAL .01mm' S (lAP)
ALL ON  P LA TS TA TION  GAM E S N O W  I N  S TOCK O l I S T D E

A L
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m o r n  EARLY FOR CHRISTMAS DELIVERY
VIRUAL I NN IN STOCK

COMING SOON (ar ound 04c i r d)  - UlTRA 64 R I N G  FOR DETAILS!
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Episode 1:
The
batntobi l e in
horr ific
pumpki n-
avoi dance
mode

R E L E A S E :   D E C E M B E R
P L A Y E R S :
BY -   S E G A

Occasionally surprising. but
usuall.
u s t  
r e  
e t
n i
v e
.
The giant spitting Riddlet head
is tun.

By SOOPISSOS called Poindexter
W  m .  Serious •

You'd be aski ng ver y l i ttl e of your  dr i vi ng
games to enj oy thi s.

O V
E R
A L
I J
•  
1 -
1 -
1
1
1

M E G
-  
C
B

P R I C E
-   
T
A
A

G A M E  T Y P E
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Okay spot-effects though

Mega-CD owner s who
bought Batman Forever  wi l l
know exactl y wher e the
idea for  thi s or i gi nated
from: thi s is basical l y a
del uxe version of  the
dr i vi ng secti ons.  I  have to

, say  i t l ooks aged and wel l
II poor.  Not  to ment i on dul l  i n

the gamepl ay depar tment.
Wi th the amount  of  l i ves on
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levels in not  too many si tti ngs.
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most of
Poor.

Repetitive scenarios and
responses make this difficult to like,

Ndrrow gameplay,
lasting appeal.

MARCUS

Till 11011151i ifODJ
hi le th e n q u i r e s  of the  Dar k Kni ght  have
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big screen,  War ner  Br other s have r estyl ed
the dynami c duo for  some of  the most  styl i sh
car toon adventur es of r ecent years.

Perhaps the  most sur pr i si ng thi ng about  our  squar e-j awed

g T h e y ' r e  onl y seen i n sequences l i f ted f
heroes' Me ga  CD debut  is that  they bar el y featur e in the

ameplay at  al l .  e o l
the car toon ser ies that  i nter sper se var i ous levels of  dr i -
ving and fl yi ng acti on.  These sequences sti tch together  a
thr eadbar e vest of a pl ot whi ch sees the coped cr usader  in
combat wi th the  usual  latiook of cr i mi nal l y-mi nded l ewd* * .
The Batmobile's weaootiry, aliti your di •  ski l isl te youvailly
defence as you drove through eu
,  F
-
!  c l a n g  s  
t e r r i t a i e s  
a s  
a d l y

mine shafts, virtually reality hicitariays an o u r s e ,  the
streets of Gotham City

Episode 2:
The vi r tual
batmobi l e
in hor r i fic
Noughts
a nd Crosses
avoidance
mode.

8 8  I V I M  S E G A
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Gus made the poi nt  that
this actual l y l ooks qui te
impressive when vi ewed
fr om the other  si de of the
room.  Unfor tunatel y,  as he
also poi nted out,  peopl e
don't  pl ay games fr om a
simi lar  posi ti on.  I t s  di ffi -
cul t to know wher e to star t
l i sting thi s game's faul ts -
the fact that  the  gamopl ay
hardly var ies across the occasi onal l y enter -
tai ni ng sel ecti on of  backdr ops is pr obabl y
the bi ggest  cr ime.  a l though the absence of
our  her oes outsi de non-i nter acti ve cl ips is
another .  Next  t i me Batman offer s to take
gou Out for  a Sunday after noon spin,  tel l
hi m you'r e washi ng your  hair.

1 . 1
/ 1
1
/ .

II 1
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decei t of your  own chi l dr en.  Not  onl y do you
provide them wi th WI  the  necessi ti es of  l i fe,  but
you cr eate wor l ds for  thei r  amusement.  gi ve them
power  and r esponsi bi l i ty e v e n show them The

Gift.  You l eave them to care for  the other  peopl e in your
magical  l ands,  secur e in the  knowl edge they wi l l  act  by
your  ki nd exampl e.
But in your absence there is senseless vandalism and destruction. You
imprison them, but become entrapped yourself. Now a stranger
stumbles across your worlds and
your son. Both claim their
innocence. But which tells the
truth?

WORD
WISDOM
From the island of Myst you
discover the other worlds,
reached by the tanking books
These are well hidden behind a
series of inter-linking puzzles.
The essence of this puzzle
game is to uncover the puzzles
themselves, then StlivP them.

I t 4 .  Owe •  mad. no•al
liord Any ule•- •

/O
.
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•
4
1
.  
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..Kan v i i •

! a p p w  in milla.4 114•••1

k .  olog, Ammo

to the f o r  the
part of • - -  g u i d e

to Myst. You'll find the tips
just as useful, and it will give
•u a better idea of the game,

I haws a gr eat affecti on for
Myst.  whi ch means I
r ecommend i t to the
average game-star ved Mega .
CD ow ne r .  B u t  t h e
conver si on fr om PC/ Satur n
has suffer ed in the  gr aphi cs
depar tment.  The beauti ful
renders that  real ly pul l ed
YOU i nto the wor l d of  Mys t
are now fuzzy, washed-out
shadows of  thei r  for mer  selves.  However ,
the puzz les are j ust as i nvol vi ng,  and the
game as r ewar di ng.

R E L E A S E :  O U T  NOW
P  LAVE RS-
BY :   S I I N S O F T L.

ME G -  M E G A  CO
P R I C E '  I V A
G A M E  TYPEL.ADVIEUTIME

Excellent, and actually
involved in the •ame a  •

No reflex-related action, but
hi h ualit  l o t  and tizzies.

It may take longer to crinallekli
this version as things zos as aids &

A good game for  any machi ne.  but  temper ed
by t he  less than i nspi r i ng visuals.

L

VIDEO BOOK
Myst is a series of rendered scenes which form
a map. Somet imes you will find moving
scenes; v ideo effects cut into the static
graphics. Although the game is free of other
characters, there are things to learn and
communicate.

C O M M E N T
My i deas on My s t  voi ced
before are the  same here.
sti l l  thi nk i t s  a dated game,
but thi s has less wei ght  i n
m y op i n i on  be c a us e  t h i s
i s n' t  t h e  S a t ur n w e ' r e
tal ki ng about.  The gr aphi cs
are nowher e near  as
attractive,  and as such,  the
main par t of the  game's

• - -a ppe a l  i s  FOST.

ARCUS

IVIIM S E G A  8 7
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after  a
par ticular ly nasty jam.  Wel l
i t s  ei ther  thet  or  the fact
that  the bask•tbal l er s are
7-toot tal l ,  w i th ar ms
dangl e down to thei r
ankles and huge hands.
And you know what  they
say about  peopl e wi th bi g ha ndy  they wear  bi g gloves.  But
the fami l i ar  commentator  sounds can onl y mean one thi ng -
NBA Jam is back,  and thi s t i me the u r n  gets i ts hel pi ng.
This version, the
Tournament
Edition, features
double the
amount of
features from the
original, as well
as the usual quota
Of secret players.
extravagant dunks
and hidden
power-ups. The
actual gamepleV
is a lot slicker, and
the players move
alarmingly faster
than in any other
versions. All the
scaling is here too.
so that when the players run nearer to the line they expand
or shrink, depending on which way you go. The laces on the
players have all been added, enabling real NBA stars to be

recognised easily, Also, when you lop0e
the other accessible
pertnerships you can
expect to see a super
team_ Can you defeat
the so-called Jam
masters?

C O M M E N T
The or iginal  NS A game on
the Megadr i ve was one of
the most eager l y awai ted
arcade conver si ons i n
recent ti mes,  and a
deser ved hi t.  Sequel s and
conver si ons come and go on
most for mats,  but  i n my
bumbl e opi ni on,  thi s is one
of the best you'r e l ikely to
get.  The game is fast and
annoyi ngl y addi cti ve.  Secr ets and hi dden
peopl e can onl y enhance the al ready
wi nni ng for mul a.  I I  I  had to have a gr ipe,  i t
woul d be that  the  Satur n contr ol  pad was a
bi t awkwar d for  this,  but  gi ven t i me even
that 's  for gotten.

RAW IS
BACK!

as
gra
ed

momen
recent N

R E L E A S E  D E C E M B E R
P L A Y E R S   1 - 4
B Y  D O M A R K

Fantastic player laces, scaling
and court backdrop.

co
b

Not really any groundbreaking
tunes,

C O M M E N T

F O R M A T  S A T U R N  CD
P R I C E   U 9  99
G A M E  T Y P E  S P O R T S

Speech and floor squeaks are
awesome.

.
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Players could be better, but are E a s y  to get into, hard to put
still gaud, d o w n

Lots of matches, and secrets
too.

OVIERALL
L M  
1
-  
m

The pi ck of  NBA games.  A wor thy addi t i oo
to your  col l ection.

I agr ee wi th Steve that  thi s
is a good game,  but  I  am
not so sure that  i t  is a sur e
fir e hi t.  The game has been
ar ound for  a whi l e now,  and
wi th the far  mor e i nventi ve
games l ike Sega Ral l y and
Vi r tue Fi ghter  2 due to
arr ive ar ound the same
I t i n• . I  can see mor e peopl e
goi ng for  those r ather  than
this.  I t s  sti l l  one of the  better
r s i o n s t hough, a n d i f y o u m i s s e do u t
on the  Megadr i ve outi ng,  thi s comes hi ghl y
r ecommended.
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Somewhat confusingly,
there should be two NHL
games out for the Saturn
within the next few
months, but  Sega have
stolen a march with their
game on EA's NHL '96.
The first American con-
tender to the Sega Sports
label makes a considerably
better showing than Victory

Goal, which suffered from a
lack of knowledge and instinct of football, The programming of NHL, on
the other hand, displays a remarkable grasp of  the atmosphere of the
game and the psyche of the average fan, by adopting the style of a TV
Sports show, complete with famous (in the US at leastl presenters, and
broadcast-quality presentation.
The stadium is presented f rom one of several virtual angles, that make
the most of the surroundings, with high-banked seats and a convincing
glass protective shield. The ice looks superb too, with super scaling and
detailed markings. Although the player sprites look flat and blocky by
comparison, the graphical effect, on the whole is superb.
Sound is even better, with fantastic effects, responsive crowds and the
echoing voice of the announcers mixed with a limited commentary.
There's even a warning against smoking in the stadium! Gameplay-wise.
things are a little less clear-cut It takes a while to get used to the con-
uots, which are less instinctive than 16bit hockey games, and the high
inertia on the players makes the game slightly slower and less arcade
than you might  wish. You'll have to invest a large amount of
t ime before feeling satisfied with each game_
Nevertheless, the stupendous mult i-player mode and
host of other options — including a role-play mode and
half-time dissections from your coach, make this a pack-
age suited to hockey fans and sports game
offn. )Adoes .
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This? The page no one
really wants to read.
So. Eamonn, why do
we produce a regular

Out Now section? Well, it's quick
and easy to write, takes hardly
any time to design, and most
importantly, let's you the reader
so what pile of old cobblers Sega
is shoving out before Virtue
Fighter 2, Sega Rally and Virtua
Cop. Only joking there, it's really
to show you what pile of old
cobblers Sega AND their third
party pals are churning out.
Chocks away...

NHL H O
C K E Y
 SPORTS
142 PLAYERS

9 0  M M  S E G A

Not immediately gripping in the gameplay department,
but a well-constructed sports simulat ion

I t's the
sport wi th
the sexiest
gear.
Phw000ar !

Always wear  a hel -
met and bib &Mor o
having a Pot Noodle.
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t  17  An irrelevent, frustrating racer which sutlers horribtv it thehands of the likes of Hi-Octane.

( ' ,SATURN R O L I N 1 3 4 1 P 4 P

OF
SEGA
E39.18
BEAT gEM DP
1 PLAYER

Ahal  Accl ai m pul l  thi s one
out of  the bag wi th l i tt l e
advance publ i ci ty,  j ust
when ever yone thought
they 'd be smar ti ng at  l os-
ing out  on the  Satur n ver -
sion to GT. Why  not  get  I n
ther e fi r st  wi th a per fect
version el  l ast year 's mon-
ster  hi t?
Why indeed not? For one thing.
MK2 is not doggerel in the same
vein as Streedighter: The Movie.
Plus, the side-scrolling beat 'em

r full satisfaction on the Saturn soup has not really been exploited to ou
far.
For these reasons, and the attraction of MK2 itself, this should satisfy
coin-op fans. But there are two main problems. First, perversely, is the
quality of the previous Megadnve game. You are only going to appreci-
ate a fine-tuning of the classic, rather than be amazed by the
graphics and sound.
The second is the host of other great Saturn software
that demands attention between now and Christmas.
Do you really want to put such a substantial sum aside
for a game you may already have? Only you can
decide, but the conversion is good nonetheless.

the I: Hi tve and final nod towards MK2 Will lust about 101 the
five', g a m e  until MK3

Myst aside, the Saturn hasn't yet attracted the in-depth advei i l u
r gthat appeal to a wide audience of older owners. In Japan, there
been no end of detective and mystery games: Rampo, Chinese
Detective, Dracula Detective and Yumemi Mansion. These are usu
ly unsuitable import buys because of the Japanese text.
It's also that which prevents many of them being converted, but
Sega have created Mansion of Hidden Souls Out of Yumemi
Mansion I n many ways it's a sequel to the Mega•CD game,
Mansion of Hidden Souls, but with more locations, naturally more
puzzles and better graphics.
Many of the locations are taken from the original game, but they
look one hell of a lot better. Even so, this year-old game is not at the
cutting edge of Saturn technology and in our opinion is starting to
look a bit dated.

Gameplay, for the uninitiated, involves wandering around the 3-D loca- J
A Itions (within certain confines), examining objects and using
them. The interface is extremely simple and there is no
arcade element of any kind.
One final deterrent is the tack of lasting interest It
shouldn't take an intelligent individual land Saturn owners
generally are) more than a couple of days to polish it off,
which makes it an expensive little adventure,

Admodble technical precision, but the g,iniepLiy would be
best suited for real

With Sega Rally
and Daytona USA,
even Vinua
Racing cutting

•enviable aerody-
namic shapes at
the Saturn Motor
Show this chris‘.
mas, Cyber
Speedway
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Reviewed many
moons ago as the

Japanese Grand Chaser game, it adopts all the futuristic panache of a Fiat
Strada, including the horrible door handles. Set on six bland planets, you
race a field of hovercraft across a dozen different courses, aiming to come
ahead of the competition,
So far, so yawn. As nothing comes out of Cyber Speedway particularly
badly — sound and graphics are adequate, if bland, the main problem is a
complete lack of excitement. Your racers are equipped with weapons, but
not many different types of weapon and none possessing the sort of
explosive effect you hanker after. If it was possible to send your oppo-
nents spinning off into the cosmos, Cyber Speedway might have attracted
more attention.
The feel of the game is also suspect, with it being all too
easy to crash, continue, crash continue — little reward for

0learning the courses and fine-tuning skills. You never feel
close to driving anything, just playing a simple computer
game. We thought little enough of Grand Chaser when
there was no opposition, but it fairs even worse now
.

kyyJ,1[1x

MK2
ACCLAIM
£44.99
BEAT 'EM DP
1-2 PLAYER

CYBER SPEEDWAY
SEGA
£44.99
DRIVING
1-2 PLAYER
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A t tent i on i mboci l eal

You've real ly
descended to the
depths of bum-
l icking now.  So.

star t sendi ng your  puny l i tt l e
love letters/pleas for  passion
to me i nstead of  Clai re.  I t 's
not  funny or  r omanti c i n any
way, and despi te maki ng
Clai re go red wi th
embar r assment and Lucy
gr e e n w i t h  envy ,  a l l  i t
s uc c e e ds  i n do i ng  i s  g i v i ng
the  r e s t  o f  t he  o f fi c •  a  good
l augh at  you pr ate.  Those
concer ned coul dn't  fi nd an
el igible femal e i n a l onel y
hear ts col umn for  the  deaf
and bl i nd.  I f  you have any
real l etter s that  don't  have
Brut spl ashed al l  over  them
or S. IN.A.L.K.  wr i t ten on the
back then send them i n to
THI S I S NOT A DATI NG
AGENCY, YOB'S MAI LBAG.
ME AN MACHI NE S  SEGA.  3 0 -
3 2  F A R R I N G D O N  LA N E ,
LONDON,  EC i ft 3111.1.
Other wi se sand them to Dear
Mar ie,  clo The Dai l y Mi r ror .

Dear Yob
I'm a regular MEAN MACHINES
SEGA reader and I lust wanted to
ask you if you could print a double
page spread of CLAIRE
COULTHARD. I know you think I am
sad but I think she is way more
pretty than Pamela Anderson. I
would really love a poster but that
is up to you.
PS.Is she married?

Amis (No address - wonder
why)
YOB:What kind of a magazine do
you think this is!!! We are a

PILES

fimetm von
reputable games magazine,
but that is obviously not what
you•re interested in. Claire
was deeply flattered until she
got to the part about being
prettier than plastic Pam, and
then suddenly exploded
quicker than a silicone
implant in a microwave. I f
this thing has any friends
reading, check that his
copies of Mean Machines
aren't stuck together, then
give him a good kicking,
pronto.

Dear Yob
I would like to know all the
cheats for Beavis and Butt-
head, Rage and Micro
Machines 2, I would also
like to know what new
games coming out for the
Megadrive. I think your
Sega books are so
good!! Do you think
Beavts and Butt•head are good or
not?

PS. Can you send back all the
cheats and questions please.
John Speer, North Harrow,
Middlesex
TODl  haven't got any cheats,
but here's a tip. Take the game,
put it in the Megadrive and
turn it on. Then, stick the
power cable up your arse and
plug in. Now sit on a bed of
nails, and wiggle about a bit.
Finally get a cheese grater and
shred the flabby cheeks of
your arse There, now you've
got a butt that looks like your
head. Sorted. If you didn't try
that one than how's about
not buying crap games like
Beavis and Anusbonce so
you don't waste my time
with letters like this.

Bugtasti ct This one's fr om Car l
A buggi ng car tooni st!

FUNGAL ARMPIT
HAIR
Dear Yob
I've been kicking about on

Fifa '95 for sometime on the
Megadrive 1, and now I've
upgraded to the Megadnve 2 I've
found that all the players have gone
squarey i.e. the player graphics ate
now square instead of being
perfect! If I keep playing this, will it
son itself out in time? II not, can
you help? Suggest something!
()Percy, Wallasey, Wirral
YOB:I feel like a serious answer for
once. It sounds to me as though
you've got a duff computer. If it
only happens on Fifa, then maybe
i ts the game and you will have to
keep changing the systems when
you play, but if it occurs on all of
your games then you may have to
take the Megadrive 2 back from
whence it came.

CRABS
Dear Mr. Yob
I have heard that a game featuring
myself..., sorry, myselves, is due to
appear on that fentastic machine
the Sega Megadrive. Please could
you tell me if this is so? I know you
cannot send me a reply, but I will of
course de-materialise to get an
issue of your fab magazine in the
near future (or past depending on
where I am). In addition. I would be
grateful if you could tell me when it
will arrive in your Earth shops.
Thank you.
PS.Any idea where I could get
Dalek Attack for the Amiga
-
'
The Doctor, The Teaks
YOB" once knew a fool who was
so into Doctor Who, that he wore
orange and, blue stripy shirts, let
his hair grpw all over the place
and insisted on shouting
exterminate all the time. But
enough about Steve Merritt. You
know that page at the end of the
may called Next Month!  Well
surprise, surprise it tells you when
the next issue comes out!
Amazing"' you can find the time to
read the mag, you may find it most
informative. Pleb. Oh, and the
Doctor Who game got cancelled.

PUBIC LICE
Dear Yob
I won't insult you, I'll Just get
straight down to the questions!
1. When are you going to sort out
the pillock twins? You know the
ones who demand 5 billion pounds
each.
2. Did they come round and
slaughter you?
3. You're so lippyl Can you explain
this?
4. If I send away my guarantee card
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Ni ght  Wolf, by  ?? We've lost filo name
of  this entry to out  exclushre Yob
gal lery Any claimants? - I  doubt i t!

for the Saturn now, how long
will it take before my free Panzer
Dragoon Demo Disk comes
through?
By the way if you gimme any
mouth I'll send the 'eery lads round
to duff you inll
Chris Ayling, Portsmouth
Y08:1 have to say that the

kebar Mental Hospital
received a nasty shock the other

y when I accidentally dropped
a scud missile on it Whoops
,They'll not be bothering us any
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well 'ard. Probably leaks wax
and flaps in the wind
anyway

Dear Yob
II you don't print this letter
then I will be forced to
come round to your
house, sellotape you to a
chair and make you play
Rise of the Robots non-
stop all day.

First, I would just like to say I
am not writing this letter to
extract the urine. I just want to
ask you a few simple
questions. Is that cack picture of
the prat holding the surf board
you? Because if it is, I'm not
surprised everyone is always
writing letters to insult you.

I .

Why have you stopped
reviewing Master System games? I
am one of the cool people who
thinks the Master System is the

best thing to happen since
the flushable bog. Finally,
in the last issue you said
that the tips nappy was a
disposable pair of pants full
of cak. How did you come
to tbis decision?
Alexander Simpson,
Montrose
V08•More idle threats. I'd
like to see the day when a
cretin like you could even
find my house without
getting lost in the worm
holes, you skinny little runt.
The reason we stopped doing
Master System games was
because a) Sega don't make
games for it any more, and b)
everyone else has moved into
the 20th century and plays
Megadrives and Saturns Al l  of
which is obviously far too
Intellectual for a half-witted,
brainless, idiotic, gibbon's arse
of a person like you.

Right,  that 's  your  l ot  for
this month.  I 'm of f  to
decapi tate Galvin Amis,  but
in l b m e a nt i m e  the star ry
eyed r omanti cs emoti ng you

shoul d get  scr i bbl i ng i nstead
of dr i bbl i ng,  and get your
'pr obl ems' out  in ritr• open.
Unti l  next  t i me

M M  S E G A  9 3
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SUN BLEST
Dear Gus
Could you please answer my
questions.
1 I  have some real problems with
Myst on the Saturn_ As no one else
can help me, I turn to you the

master who n w  ki everything.
l i
e

Please tell I  can get to the
clocklower on i s l a n d ?
2. Will there be a Desert Strike
game on any of the next gen.
machines?
3. Is Street
fighter: The Movie on the Saturn
any good?
4. When will Virtue Cop be coming
out?
5. Is D a t e l  converter going to
w r e n y  Saturn?
6. Have you played Wipeout yet?
Man, what a great game that is. Is
the Saturn able to run such games?
7. Is Claire still single and what
does she
flunk about
Dutch guys?
Jeroen
Bossenbroek,
Netherlands
GUS:1_ As it
'appens. We
start our
immense
guide to Myst
this issue, 2
There are no
plans, but
check our
Thunderhawk
2 review. 3 No,  Golden Axe The
Duel is the best side- scrolling beat
'em up as yet. 4. Late November in
Japan, and soon after here. 5 I
shouldn't think so. 6. More than

capable. 7. Claire is, alas
romantically entwined with a
teddy bear called Hamley on
Saturn may. However, she does
get turned on by men wearing
clogs

Dear Gus
I think your may is great and I read
it every month. Could you please

Lovel, grovel, whimper) answer
J O
I
t
s
e  
q
u
e
s
t
i
o
n
s  
f
o
r  
m
e
.

I. Will Baldies or Networks be
coming out on the Megadrive?
2. Put these games in order
(please): Risen
-
, 
P s y c h o  
P i n b a
l l .

Primal Rage, Micro Machines 2 '96,
Shining Force 2. Road Rash 3.
3. Is it worth getting Micro
Machines 2 '96 when I already have
M.M.1 and MAU?
4. Is Lethal Enforcers on the

Megadrive
any good?
5 What is
the best
Football
game on -
the .
Meg, adrive?
PS We'
wrote to
Sega Poor
(Sega
Power) arid
they didn't
reply, that's

why I read your magazine and not
theirs. I hope you do a better job.
Scott Hohonsof? Perranporth,
Conewall
GUS:1. Excuse me? 2. Micro '96,

Shining Force 2, Psycho Pinball,
Primal Rage. Road Rash 3. Reiter.
2_ Tricky one. If you really want the
track editor, yes.
4 Nah,  it's aged and crusty now.
5. Fever Pitch and Fifa '95 are
Equally good, but look out for ISS
From Konami.

Ju ly
Dear Gus
Please, please, pleeeairassseee
Gould you answer these questions.
Thanks.
1. Are there any cheats for Shining
Force CD?
2. Could you please send me a
copy of Lunar: The Sliver Star as
no one seems to have h?
3. When is Snatcher 2 coming out?
4_ Have you heard anything on
Lunar 2?
5. Finally, where is my nearest
import store?
Dave N o t i m g h d i n
GUS•1 None  in my back pocket. 2. - .
4 1
4
6

Get stulledt3. Never ever. 4 Not
due for a Mega-CD release, but
there is a Saturn Lunar on its way.
5. Walk out your house, turn right,
past the public lavvy and its own
your left

MALT
Dear Gus- -

questions? p i l e
Gus, a n s w e r  my

I. Is Sim 2 0 0
1
1  
c o m i n
g  
o u t  
o n

the Me e ?

2 .
0
I
1
V
r
e  
g
o
i
n
g  
t
o  
b
e  
a  
s
e
q
u
e
l  
t
o

U D i k e ?

ot‘

T
h
i
s  
n
s
o
n
t
h
,  
I

take ti me to
i nvesti gate
the
phenomenon

humans as 'l uncheon'.
Speci fical l y ' f
r e eisissokampos% or  by i ts
academi c name,
'scoffus gr ati s'.
Mar cus and I  are
Anent to go on one,
and I  must  say i t 's
pleasures l i ke that
whi ch sustai n me
thr ough the many dar k
hours wi th your
r udi mentar y scr i pts
and si ni ster  r equests.
Don't  tal k to me about
tai l ing school
standards.  I  have to
bear  the br unt  of  i t.
But wher e ther e is
despair ,  we  wi l l  br i ng
hope,  wher e ther e is
doubt,  we  wi l l  br i ng
surety,  and whor e
there are Satur n
freebies on el ler ,  you
can r est assur ed I
have my or der  in.
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3. Is there going to be a The m  Part
2?
4, Will there be a Fifa '96?
5. Is Bug coming out on the
Megadtive?
Oliver Sinunonds, Guildford Sr' anew
GUS:1. Rope. 2. Mope, 3. Noose. 4-
Yep 5. Mope.

T
I
T
T
-
1

i l k
Dear Gus
Can you please answer my
questions or I will rip your legs oft
1. Is there going to be a PowerDrive
2?
2. When will Earthworm Jim 2 be
coming out and how much al lot
c
o
s
t
.
?

3, is it worth me buying a MX? N
i t4, Can you please put these games -
in order from best to worst. Micro
Machines 2, Earthworm Jim. Fria
'95, Road Rash 3, MK 2. Batman
Forever?
5 Is PGA Tour Golf 3 coming out
for the 32X
76 Any more news on Total Football
for the Megadrive?
7 Is the Megadrive better than the
PC?
Mark Henshaw, Peterborough
GUS:l.  No. Li t  should be opt
about now. at ESO steam" minus a

peon,  3 That is a decision you
hem to come to. n you want Virtue
Retiter for lust over E100 — yes. 4,
Micro Machines 2. Earthworm Jim,
EMU. Fria 15,  Batman Forever,
Reed Rash 3 6  I t's a delicate
sellwect at the matter. 7. PC come
•  ell shapes and forms, There's no
direct comparison.

DAILY
Dew Gus.
With the release of the Playstation
am C .  is the Saturn going to drop
se 'Mice from 1189, by how much
and when?
2. Is e going to be packaged with
Vestal Fighter Remix before
Christmas?
3. When is %Antra Fighter 2 being
relhwsed and is there any chance of
a VF2/Sa1urn package before
Christmas?.
ei tre there any plans for Tekken or
TeliAen 2 for the Saturn? If not why
not?
5 Why do Sega keep teleasorig
stunning arcade racers such as
Daytona and
Siva Rally, but
only give them

•  pathetic 3
4 1
4

courses? W
only 3 tracks, it
won't be long
until monotony
steps in. Saturn
VR boasts 10
tracks and 5
cars which is
5
.
1
1
1
,
1
1
4
.

6 Will Fifa '96
on the Saturn have real player's
names?
7. Why don't EA include a

M I R

" .1 1 1 6 . ,  6 . 0 . 0  I ,

a 99
- 
I n
n
o
m
m
a l
m
,

„a.

managerial port to the game
allowing transfers etc,  As with
Premier Manager?
Paul Halton, Lincs.
GUS1, It has, as you will doubtless
know by now, Paul 2.  No. 3. No. 4
Even though we have published
rumours of Tek ken, there is no
official deal for those Name°
games 5  No one challenges the
brilliance of these games. The
arcade demands a different kind of
game structure, but both Rally and
Daytona on Saturn have excellent
longevity. 7. Yes. B. I think they
should concentrate on producing a
good football game, actually.

Dear Gus,
Would you l ease answer these
questions:
I. What eve apper i ed to Shadow
of Atlantis on he  32X?
2. What is Se s  reaction to the
Future Zone d I  IC100 off Sony
Playstations to v e r y  Megadrive
and Seasons an ( 2 0  off for every

game)?
3 Will there be a
erne like
emolish'm Derby

on the Saturn est
•reckon it's ace?
4 What are Sega
trying to do? E350
for a Saturn
(Playstations are
EllX) cheaper in
some shops). Even
Dixons 3 games
instead of 1 game

((30 more) has put me off it?
5, Why do Saturn owners have to
wail another 6 months for Mortal

•
K
o
m
b
a
l  
3  
w
h
e
n  
'
s  
o
u
t  
o

formats including aystat
already?
6. How do Sega ex I t o
Saturns when they ha l y
on TV. The Playstation El
On all the time. Oh yea t
Playstation ads are a lot
you think?
7 What do you I l 4k of t
version of Gamestbaster
does Dominic Diamond al
flood to change his pants
of every show?
Adridn Drake, Cob 0 0
,
0 1 1
Nireland
GUS S a n k  without tra •
2 Basically the Saturn is
of story. 3. The real McC.
be coming. 4. Stop moan

k are getting on my nerves
1 when do you expect to s.

Cop on the Playstation)
don't think 7.  Domonik h
standards of hygiene

RUST
D u  Jet(l)
PI use, please, please pri
q st i ons because I am y.• Lii e s t  fan and buy your
e r y  month,
1 M i c r o  Machines '96

co Machines 27
2 s  there a steering wh
,  •V . gadrive. if so do-you •

th it?
Is Premier Manager any
VVhat do you think the
r the Mega CD is?

Sitars 1111111e, Airdrit
,GUS:1. Yes, to a degree.
wheel 3  Yes, very good.
personal favourite is Do
Switch. Sad. I know,

Enough letters.  methi nks.  Only
l eft to say that  I 'l l  be gi vi ng you
all e  pr e-chr i stmas tr eat next
month by posi ng for  a new 03bA
i l l ustr ati on i n  the Sheper d's Bush
studi o of an ar i stocr at
photogr apher ! Oooer,  get  yer  top
off Gus etc.  Suffi ce to say i t  wi l l
all be  i n the best pos*01111,10 taste!

all other
Oi
l

sell
advei use
ens are

eter, don't

new
nd why

ays
the end

wTy.

e, chortle.
299. End

y might
ng. 5. You
git,
e Virtue
• No, I
s high

I my
ur
ab nag

alter than

I for the
t pedals

1.100d
7eat gal

• No
My
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MEGA DRIVE 2 for sole, boxed. 2 joypods,
19 games Including Theme Park, Mickey
Mania. Micro Machines 2, Jungle Book
plus loads more classics, all worth at
least E600, selling for bargain price of
E299 ono. Tel 01923 245289.
AMIGA 500  for sole, 2 joysticks, mouse
with mat, keybowd cover, double row
disk box and 38 games, instructions
included E260. Wordworth for Amigo also
for sale, hwdly used, boxed. E3,5 (was
1,55). Tel Derek on 0141 887 9009
MEGA C1)2 32X with 18 games Including
Souistw, Fl. Bottlecorps. Botmon Returns,
Doom, V. Racing, Afterburner. Stat Wars,
worth E800, sell 1-320 ono. Will consider
splitting. Contact Daniel 01933 673206
Northants.
FOR SALE PAegocirive and 6 games and
Mego CD and 25 games and 32X wIth 1
game plus magazines and 2 joypads
worth E1400, will sell for 1,500 - what

borgoinl Tel. Derbyshire 453045.
FOR SALE 32X with 3 games. Megodrive
with 6 games, e v e
r y
t h i n g  
b o x e d .  
W o r t
h

1,550, sell for E200. 01684 564019.
MEGADRIVE WITH 30  games Including i
Sonic 1,2,3 los 4, MKIL SSFII. Urban and
Jungle Strike, Action Replay II and Game
Genie with cheat book, 3 jogpads. 1 joy-
stick. All In good condition for just 1,350.
Tel. Rkky 012477 38232 after 6.30pm.
JAP SEGA Saturn with VF. VF Remix,
Daytona. Panzer Dragoon. 2 joypods.
PSU, SCART lead. Sell E400. Tel Seth on
01286 871515.
MEGA DRIVE for sale: 2 control pads. 1
Arcade Power Stick 2 plus 4 games. Cost
E130. Call James 0181 398 4832.
FOR SALE G.G. with loads of accessories.
E120, and MS E50 ono or both for Ella
Call Adam 01875 833 296 Scotland.
MD GAMES for sole, NBA Live 95. n, E15,
NHL 95, College Football, Davis Cup. M.A11
Boxing. Rood Rash 2, Lotus 2. Sonic 2,
Super Kick Off, Bulls v Blazers E10. Sonic
I, Agassi. Outrun. 2019 E5. Ring Peter
after bpm (Edinburgh) 0131 664 0284.
MEGADRIVE INCLUDES 2 joypads and 4
fabulous games: Cannon Fodder, Pitfall.
Turrkon, Sonic. Incredible price 1,9911
Call Harry on 0161 224 2025.
MEGA CD, 17 CD games E280. Megadrive,
4 carts, 4 joysticks etc. E100. SMD
16MBIT 340 disks E300. 0151 4260138.
32X FOR sale, 5 games: VR Deluxe, Doom,
Star Wars, Afterburner. 6 months old, all
fully boxed with instructions, excellent
condition E225. Call 0181 330 6454
(Surrey. Worcester Park). Also brand new

Mortal Kombot 2 (32X) Included.
MEGA DRIVE with 4 joypcsds (2 have 6
buttons and outofire), 14 games including
Sonic 2 os 3, Micro Machines, Super
Street Fighter 2, Flashback and Virtua
Racing. Cost me 1,345. Selling for E175
ono. 01925 604634.
MEGA DRIVE and Mega CD for sale with
21 games Including Theme Park CD, Micro
Machines 96. All boxed with instructions,
worth E900, going for 1400. If Interest-
ed contact Jonathon Baughen 01923
820191. I on not selling separately.
GREAT XMAS gift - Mega CD with 7 games
plus 6 MD games. Call Ben 01222
885500. Also TV all E230.
TOP RATED Megodrive games for sale,
priced E10-1,30. Phone Philip between 4-
6.30pm on 01905 616049. All boxed as
new.
MEGA CD, excellent condition, boxed, 12
gemes, all for E200 ono. Ring Alex on
0181 950 4814.
7 CHEAP MEGADRIVE games for sole,
Golden Axe, Sonic 2, Streets of Rage II,
Marble Madness, Mego-lo-mania. General
Chaos, Bubs9 2 and Jimmy Whites, E20each, 1,50 for 3 or the whole lot for
E100. Phone William 0171 435 1939.
32X AND MEGADRIVE with 2 controllers and
games: Star Won, Virtue Racing Deluxe,
Balk, Doom, Stonj of Thor, FIFA 95, NBA
Jam TE, MKII, PGA Golf and 7 others' Plus
loads of MMS magazines. E250 ovno.
Buyer collects (Wilts) 01980 653622.
MEGA DRIVE, 2 6-button pads and 2 3-
button pods, 8 UK games including
MKI+11 and Micro Machines 2. 2
Japanese games with adopter. Menace(
6 game catt, all In very good condition,
E280. Phone 01223 832552 and ask for
Richard.
EARTHWORM JIM for sole E30 ono. Tel
01827 711775 after bpm (Tamworth
area).
FOR SALE Megadrive 1, boxed, includes
Super Streetfighter II. Mortal Kombat
Earthworm Jim, Rock'n•Roll Racing. 3 pads
(1x6 button), carry case and lots of
assorted magazines, all In good condi-
tion, valued over E380, accept offers
wound E200. Tel Andy 01754 610426.
MEGA DRIVE vAth 1 controller and 9
games including Theme Park orid 12
Arcade. 16 tip books, Menocer lightgun
with 6-game cartridge. All boxed. Sell for
E130. Tel Dean on 0121 378 5553.

SEGA MEGADRIVE for sale with 2 Orods.Streeffighter 2 SCE, Sonic 1 and
American version of Mortal Kombat 2. oll

for E210, If Interested contact Mont on
0171 207 4020 or write to 338
Kennington Rood, Kennington, London 5E11
4L.D.
MEGA DRIVE. FIFA 95. Lion King. Sonic 3,
MK2, Urban Strike, Fl. PGA 2, 17 games
In oil. E175 ono. Also Master System 2, 4
games, PGA, Ultimate Soccer, Alex Kidd,
Spiderman, 01274 493558.
MDII, MCD, 9 MD games, 4 MCD games,
2x6 button ir  2x3 button joypods, 1
Powerbase stick, very good condition.
make a good chrissy piesent. E200 ono.
Call 01369 705760 - I will pay regis-
tered delivery charges.
MEGA DRIVE II, 12 games, FIFA 95,
Sompras, Sonic 3, Zero Tolerance, 4 joy-
pads (2 6-button), excellent condition
worth 1,350. Sell for M O  ono. Coll 0181
349 0173 after opm.
SEGA MEGADRIVE with 36 games: Theme
Park. SFII and others plus 6 pads. 1,300
cash or swap for Ptoystation or Saturn.
Phone 01475 539442.
MEGA CD II for sole with 5 games, Lethal
Enforcer with gun, Time Gal, Road
Avenger. Sherlock Holmes and
Thunderhowk, all leads and manuals, will
sell for E140. Phone William on 01943
877811 West Yorkshire
MEGA DRIVE for sole E100 with 5 top
games including Streeuocer, good condi-
tion with 3 joypods. great bargain!. Tel
01993 775480. •
I MUST be madll l o a d s  of MD.
CD and 32X games from as little as E10
each. Also for sole, 32X and 2 6-button
joypcsds. For the privilege of this bargain
phone Cardiff (01222) 596828 (buyer to
pay postage).
MEGADRIVE MEGA CD. 4 joypads. 18 carts,
18 CDs, SOR 3, Sonic 3, Flashback,
Banlecorps, Soulstar. FIFA CD,
Thunderhowk. £400. Call Derek OM  378
9592 South East London.
MEGA DRIVE games, Urban Strike E12, Red
Zone E15. Ecco 1 15, Gods E10, Zool 1,5.
Action Replay 2 E20. MEGA CD games,
Silpheed E12. Jaguar )0220 E10. Prince
of Persia E10, Sol Feace E10. 32X
games, Doom, VR Deluxe E30. Phone
0181 292 3009.
MEGA DRIVE, Mego CD, 6 controllers, both
4-player adaptors, 73 games in all,
including latest Mies. E550 - coil Marcus
on 01242 222887.
SEGA MEGADRIVE, Mega CD. 2 infrared
joypads, 9 MD games. 10 Mega CD
games. worth E1,100 will sell for E300.
Phone 01246 414626.



I[Lee's what to dll)F o r justU.youcanhaveyourvey ownadvert
containing up to 20 words! Or V ou've got

money to burn and have plenty to write, an extrei golden nugge I  iuy you
the boxes below, stick it in an

I• r  t h a t  h  d  t o  fi nd co  r t e d .

t y ing  o  sell  y o u r  unwanted  game1 ?? r4s) prob l  1 1 1 1
want  a  pen  p a l  who l ikes w h a t  you l i ke?? p iece  o f  cake.
whether  you w a n t  to  buy,  se l l  o r  swap,  t h e  MEGA MART is f o r  you!

another 20 words - yep, 2  for 40 words! So fill
envelope along with a cliTque or postal order made payable to MEAN MACHiNES
arild send to: MEAN MACHINES MEGA MART, PRIORY COURT 30  32 FAIRRiNGETON
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Just like last year, MEAN MACHINES has come up with a cute little game, for that time on Boxing Day when you've got board of playing
Robotica or Streetfighter: The Movie. Well, we did warn you. Anyway, this one is called 'The perils of development' and it's a realistic

simulator of the processes that go into a Saturn game. Actually, it's snakes and ladders. All you need is some counters and a dice.

Bad
Went*

S a g o  a n
Interview..

Virgin want to
publish Fa t

cheetn, arrives
for th hoeitts.

ar
r

d
i  
•  
e
c  
t

e bot iv
Your fi rst liana ,

gets

MEAN
MACHINES

1111110911 a  C o
feature. Hut

You  sco re  it
re vie w  9 3 %

The game is on the shelf. The sequel is secured. You're rich and
famous.

What a load of tripe! And there'll be more next month including;

Reviews of Crystal Dynamics' stuff, including The Horde.
A review of F-1 Live information.
Exclusive info on Acclaim's Saturn sports Sims.
A review of the incredible Toy Story on Megadrive.

9 8  M M  S E G A

A report from Capcom, as Gus flies out to Tokyo.
Exclusive coverage on Darxide 32X.
Worms for Saturn detonates before your eyes.

t o  J
p ,

The meaning of 'Baku Baku' is finally revealed.
Vinua Cop reviewed in lavish multi-page technicolour.
Myst finally demystified and Rayman rendered in tips.

And more, definitely more...
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